THE FIVE-YEAR MEGA BUNDLE! 


Half a decade’s in the books, Force fans! We first launched NF with the January/February 2013 issue adorned 
with Fire Emblem: Awakening artwork you see below, and for five full years since we’ve continued to publish 
new issues every two months like clockwork! The 30 issues we crafted since Chrom and Lucina kicked us off 
contain literally thousands of pages of content, from reviews to interviews, comics and features never seen 
anywhere else. And though a loyal few have been with us from the very beginning, most of our current sub- 
scribers joined the Force at some point a little later on. So, in celebration of our Five-Year Anniversary and for 
a limited time only, we’re offering the entire NF back catalog to this point іп a massive digital Five-Year 
Mega Bundle - for the crazy low price of just $25! (That’s less than a dollar per issue!) Check it out at: 


NFMagazine.com/Shop 
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FOR MATURE 
AUDIENCES ONLY? 


Неге” a situation | never thought I’d find myself 
in as lifelong Nintendo fan: Having the option to 
play, with regular frequency, M-rated games ona 
Nintendo home console. Oh, sure, there have 
been a few here and there before, on the Wii U 
and in the generations preceding it — but seeing 
a game intended for ages 17 and up was such a 
rare event that no "adult" audience could ever be 
established. And | never minded! I’m not much of 
a fan of blood and gore or any of the other kinds 
of content that force the ESRB to slap that "M" 
label down in the corner of any given game’s box 
art. | don’t even watch R-rated movies! Give mea 
PG-13 with lots of explosions and Г"! do fine. 

Even though they’re not my personal choice for 
entertainment, though, | recognize that M-rated 
games appeal to a vast audience — and so their 
traditional absence from Nintendo’s platforms 
has meant that vast audience has had to get their 
fix of such content through PC gaming or Sony’s 
PlayStations or Microsoft’s Xbox machines. The 
weird new reality, though, is that Nintendo’s 
Switch is beginning to find a foothold in this long- 
unexplored territory through releases like L.A. 
Noire, The Elder Scrolls V: Skyrim and the game 
that appears on one of our two covers this time, 
Wolfenstein Il: The New Colossus. 

It’s one of two covers because we wanted to 
visually illustrate the two directions Nintendo is 
now being pulled in: This new library of mature 
games must exist in concert with Nintendo’s 
tried-and-true, family-friendly fare. (And who 
better than Kirby to illustrate that?) So, Force 
fans, we submit for your consideration Carnage 
vs. Cuteness, a split issue with one foot in both 
camps of content! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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I don’t typically play M-rated games, but 
not due to any aversion to them. It’s 
more that | play on Nintendo systems 
and don’t always have access to them. 
Really the last one | can remember 
playing would be Bayonetta 2. | also 
don’t think a rating has any impact on 
whether | play a game or not. All that 
being said, I’m very excited that games 
like DOOM, Skyrim and Wolfenstein are 
coming to Switch and | will likely play all 
of them at some point! — CHRIS 
CHOQUETTE 


| don’t play a lot of M-rated games; | 
usually find them the more stressful 
games. Violence, terror and graphic 
content to me don’t equal relaxation, 
which is what I’m looking for when | 
play video games. To me, M just usually 
doesn’t equal the fun unwinding that | 
need. 

But while | personally don’t play a lot 
of M games, | do think that Nintendo 
should do more M games. | think there’s 
a market there, and it can help get 
more adult players who don’t have 
Nintendo consoles picking them up to 
try games they’re more familiar with 
(think Skyrim). Then they'll be hooked 
and fall in love with Nintendo like 
everyone else! — JOHN NADEAU 


Of course | play M-rated games — so 
long as they are good and the maturity 
is a natural part of the design and not 
gratuitous. | don’t play kids’ games dis- 
guised as mature titles. 

As a publisher, Nintendo should be 


actively pursuing titles for all audiences, 


including M-rated games. But as а 


Our fifth full year of NF Magazine 
was capped off with a celebration 
of Super Mario Odyssey and its star 
— the man who's worn more hats in 
this industry than any other! We 
left our evaluation of the game "in 
progress" then, so be sure to check 
out the final review in this edition! 
Meanwhile, a wave of unexpected 
launches and announcements 
shifted our attention toward M- 
rated games as we began to plan 
for this issue, so we ask for your 
input! Do you ever play M-rated 
games? Why or why not? Should 
Nintendo be actively pursuing M- 
rated content, or stick to being 
family friendly? And, finally, we 
asked for your predictions for the 
New Year: What’s a surprise game 
you think will launch in 2018? 


developer, they’re probably better 
served sticking to their strengths and 
being family friendly, and leaving 
mature titles to studios better suited to 
them. - JEREMY STRZYNSKI 


Nintendo’s franchises are really at their 
best when it comes to family-friendly 
fun. That being said, Nintendo doesn’t 
really have many opportunities to stock 
up on M-rated games from a first-party 
perspective. If Nintendo really wants the 
Switch to be seen as a technological 
necessity, they’re going to have to have 
as much variety as possible on their 
system. With a steady flow of third- 
party M-rated games on Switch, the 
system will appeal to as many consum- 
ers as possible, even attracting audi- 
ences that were driven away from 
Nintendo systems for gaming content 
that can only be found on other 
consoles. 

I’m fully expecting a brand-new 
Animal Crossing for Switch in 2018. With 
Animal Crossing: Pocket Camp now 
launched, I’m sure Nintendo will capital- 
ize on the Animal Crossing popularity to 
announce and release a brand-new 
Animal Crossing in 2018! — BLIE FOUR 
An Animal Crossing on Switch seems 
like a sure thing, doesn’t it? (Just 
hopefully not an M-rated one.) 


I don’t play M-rated games at all, and 
there are a few reasons why. They seem 
to mostly lack the charm and magic of 
Everyone to Teen games, and the over- 
whelming gore turns me off. I’m used to 
playing the games of my childhood, 
even with the carefree cartoon violence 


D O D 
‘ty 4) 
96% 


that doesn’t show lack of empathy toward realistic 
beings. - DANIEL TILDEN 


Since Mario Kart 8 Deluxe and Pokkén Tournament 

DX are complete/enhanced versions, it would make 

sense to release a complete Switch version of Super 
Smash Bros. - MATHEW WILD 


| don’t believe that the M rating should hold too 
much weight when it comes to porting things to a 
Nintendo system, or any for that matter. It’s more 
the subject matter and the way that it’s handled — 
that’s what should yield the most weight. The 
decision to bring DOOM to the Switch should not 
have had the question of "Is this game too M for us?" 
brought up in any meetings. 

| don’t believe the image of being family friendly 
should be what Nintendo pursues - it’s more the 
fact that Nintendo is accessible to everybody is what 
it pursues, both as а пате and company. — JACOB 
PICKELL 


2018 has to have Smash Brothers, right? - KURT 
PRENGER 


When in the mood to play a game, | hardly pay 
attention to ESRB ratings. While | think these ratings 
work as useful guidelines for non-gaming gift-givers 
or parents, they don’t mean much for someone 
whose only concern is to play a fun game. For 
instance, I’d gladly play a session of Metal Gear 
Solid, a beloved M-rated game, followed by a session 
of Kirby Super Star, rated Kids to Adults (which 
sounds super childish). If a game is fun, l'Il play it, 
no matter its ESRB rating. 

With several Wii U games making their way to the 
Switch in Deluxe form, I think it’s safe to say that in 
2018, мел! be seeing a few more of these enhanced 
ports. I’m personally hoping for a Pikmin 3 port, 
since | love the series but never bothered to 
purchase а Wii U. - OHMI YAMANE 
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After months of constant high-profile releases from the Big N and friends, 


2018’s catalog of releases is anyone’s guess. Obviously, everyone’s losing 


The #1 game | want for 2018 is а new Animal 
Crossing. Now | know this may be said a lot, but 
that’s because it will be amazing to see what 
Nintendo can do with the first console AC game in a 
decade! We saw how Animal Crossing: New Leaf 
added real multiplayer into the franchise. Now 
imagine expanding on that! My dream Animal 
Crossing is one in which you can share a town with 
your friends and family. You can work with people 
with a similar goal of making the town better. You 
can all work together and save up for a coffee shop, 
while helping each other in a deeper farming 
system. (All the while adding a bit of a competitive 
feature on who can make the coolest house.) We saw 
something similar in New Leaf with the different 
profiles and how they added new citizens to the 
town, but the catch was that they couldn’t be on at 
the same time as you and you had to share a car- 
tridge. The possibilities for this are limitless, and I’m 
excited to see what Nintendo has up their sleeve for 
the next AC game! — LIAM VACCARO 

The Animal Crossing support is increasing! 


My prediction for 2018? Monster Hunter XX for the 
West. The series has never been hotter, and with 
how well the Switch is selling they’d be crazy to 
ignore their Western fans. — CHRIS MYERS 


In 2018 | think Nintendo will drop a forgotten gem, 
but I couldn’t pin it down to just one. | think a lot of 
folks would clamber for a new StarTropics or Mother 
or Punch-Out!!, but | was thinking more along the 
lines of something that would hit the eShop arena 
like Mole Mania, Excitebike or even a new 2D Kid 
Icarus! An "out of left field" prediction is they make 
a procedurally generated game out of that Breath of 
the Wild prototype! - MATT MASON 


The common answer is certainly Super Smash Bros., 
but | wouldn’t count Animal Crossing out, either. 
— JOSEPH STANICHAR 


sleep over the inevitable Smash announcement, but I’ve got my hopes up for 
something else: Mario Maker for Nintendo Switch. It may not be on everyone’s 
wishlist, but the simple-to-use creation tools and dedicated community end- 
lessly pumping out fun and frustrating levels is definitely welcome to join 
the ranks of Mario Kart and Pokkén as a souped-up (SMB2 assets plz) port 
for Switch. As а top-seller for Wii U, I’m sure Ninty is experimenting with 
ways to bring it to the Switch’s library, but until that happens, it’s the only 
game keeping me going back to the Wii U instead of focusing all my 
attention on Nintendo’s newest console. — STEVEN MARTINEZ 
The Super Mario Maker sensation certainly needs to continue, and 
like you I’m sure Nintendo’s trying their best to find a solution to the 
Switch’s lack of a touchscreen when played in TV Mode! 


Hey Ox, what are your thoughts on Star Fox? 
(Mainly the just-released Star Fox 2.) Do you think 
Nintendo could find success in continuing to 
release previously unreleased games like it on 
any upcoming "Classic Edition" consoles? 

- NANDIN LOPEZ 

Love it. As great as Star Fox 64 was, I’ve 
always had a little more of a soft spot for the 
Super NES game, and finally seeing its sequel 
is a dream come true. 

I don’t think Nintendo will play the "unre- 
leased" card too often, though — I think part 
of that was to get people’s attention after the 
blowback from the NES Classic’s shortages 
and (later revealed to be temporary) discon- 
tinuation. 


Hey Ox, what do you think the chances of us 
getting a fully 3D Kirby game on Switch are? 
- @MANTLEZONE 

Better than getting one on the Wii U. 
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One of the best extra features of Super Mario Odyssey 15 its Snapshot 
Mode, which lets you freeze the action at any time to capture a photo of 
the current scene. Here are a few of our favorite snaps made by fans! 


- MUTFOX -XANATHEON 


- LINKWASHERE 


- FELIPEPL 
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- PAPER WARIO 


- DUPY 


- STEVEN MARTINEZ 


- EKAKKUBRIS 


- LUCAS M. THOMAS 


- BURRITOBUSHIDO 


THE PLAYER’S POLL 


Congratulations to Steven Martinez, the winner of last issue’s Player’s Poll! 
Your new chance to win is below, and this time around we’re interested to know your 
thoughts on a few questions about all the older games being ported to the Switch. 


In your opinion, how import- Following the example of When older games are ported 
ant are ports of past games compilations like Mega Man to new platforms, do you 
for the success of the Switch? Legacy Collection, what think they should be pre- 
Would you like to see more would be the set of past sented as faithful to their 
ports of older titles, or should games you’d assemble to original release as possible, 
companies focus on original create your own personal or should companies edit 
works instead? dream "Collection" release? them or polish them up? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player’s Poll for Issue #31" - this time, one reader whose answers are picked for 
print will win a copy of Bayonetta 2 on Switch (and the Bayonetta 1 it comes with)! 


MINIONS ARE MAKING A MARIO Movie! 


Illumination Entertainment is in talks to bring the Super Mario Bros. back to the big screen. 


WE SHOULD HAVE seen this 
coming. 

It’s been a while, after all, since the 
announcement went out that Univeral 
Studios will be expanding their theme 
parks with new Super Nintendo World 
areas largely inspired by the Mario 
series. And since Universal Studios is 
otherwise themed entirely with film 
properties, we should have put two 
and two together to predict that a new 
Super Mario Bros. movie would result 
from the partnership as well. 

Now, that’s exactly what’s coming 
together behind the scenes: Mario’s 
coming back to the big screen! 
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Older Nintendo fans (like yours 
truly) will of course remember the 
first Super Mario Bros. movie that hit 
theaters back in 1993. It was a live- 
action adaptation of the game series 
starring Bob Hoskins and John 
Leguizamo as Mario and Luigi, respec- 
tively, and it was a fabulous flop. It still 
has diehard fans to this day, and we’ve 
looked back on it fondly in past NF 
issues, but it was nowhere near a box 
office success and Nintendo was not 
pleased at how the project turned out 
at all. They’ve reacted by retreating 
from Hollywood for decades since, and 
only recently have they begun to act 


open to the idea of their biggest 
brands becoming major motion 
pictures once more. 

The fallout from that first film con- 
tinues through the fact that Nintendo 
is reportedly being much more con- 
trolling of this new project in the 
works, but they shouldn’t have to 
worry too much given the studio that’s 
lined up to adapt the source material 
this time: Illumination Entertainment. 
It’s the same team responsible for 
several recent animated hits like Sing, 
The Secret Life of Pets, the Despicable 
Me series and its spin-off, Minions. In 
fact, the gibberish-speaking Minion 
characters have proven so popular in 
recent years that they’ve propelled the 
whole Despicable Me brand to become 
the highest-grossing animated film 
franchise in box office history! Not a 
bad thing to have on your résumé 
when you're trying to break through 
Nintendo’s barriers of worry. 

The film is supposedly in only the 
very earliest stages of development, 
so it may be years before it actually 
arrives in a theater near you. In the 
meanwhile, Illumination’s next release 
is set to be a new take on How the 
Grinch Stole Christmas, opening on 
November 9, 2018. Prepare your 39- 
and-a-half foot poles! - LUCAS 


Not everything’s finalized 
and we've got quite a 
while to wait even if 
everything goes smoothly 
from here on, but my 
mind's already buzzing 
with possibilities for how 
this movie will play out. 
Will Бе a Mario origin 
story, giving us a new take 
on our hero's first quest to 
save the Princess? Will it 
instead show us a world 
where Mario's been saving 
the day for decades? Will 
Charles Martinet voice 
Mario?!?!— LUCAS 


DETECTIVE PIKACHU IN A THEATER NEAR YOu 


Now filming: a Pokémon movie unlike any you've ever seen before. 


IT’S BEEN TWO years now since one 
of the Pokémon series’ oddest spin-off 
titles was first released in Japan’s 3DS 
eShop: Great Detective Pikachu. 
Starring a unique Pikachu who can 
speak like a human and is constantly 
overcaffeinated due to his addiction to 
coffee, the game is like a crazed, half- 
cartoony, half-realistic riff on L.A. 
Noire, following this singular Pikachu 
and his human partner Tim Goodman 
as they travel through the Boston- 
inspired Rhyme City, investigate crime 
scenes and interrogate the Pokemon 
who witnessed each unlawful act. 

Got all that? OK. Because it’s about 
to get even crazier. 

Something about the whole idea of 
Detective Pikachu caught the atten- 
tion of some pretty powerful people in 
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Hollywood, and so an English language 
live-action film adaptation of the still 
Japan-only 3DS eShop game is now in 
production. 

It gets weirder! Because while 
everything about this would seem to 
point to a terrible trainwreck in the 
making, the studios behind it are 
treating it like gold - and casting it as 
such. Just announced to star as the 
voice of Detective Pikachu is none 
other than Ryan Reynolds! 

Reynolds has become one of the 
most successful and sought-after 
leading men in the film industry, espe- 
cially after the breakout success of his 
R-rated interpretation of Deadpool in 
2016. Going from portraying the mer- 
ciless Merc with a Mouth to lending a 


voice to one of the world’s cutest 
cartoon mascots is about as dramatic 
a shift from carnage to cuteness as 
could ever possibly happen in movies. 

Joining Reynolds’ Pikachu as Tim 
Goodman will be Justice Smith, a star 
on the rise you may have seen in the 
excellent Netflix show The Get Down — 
but if you didn’t catch him there, you'll 
next have a chance to get acquainted 
with him when he appears in Jurassic 
World: Fallen Kingdom this June. 

And rounding out the cast as the 
female lead Lucy will be Kathryn 
Newton, most recently seen in Lady 
Bird, a film that managed to obtain a 
nearly impossible perfect 100% score 
from critics’ reviews aggregated at 
Rotten Tomatoes. 

Filming is now taking place in 
London, and the movie's release has 
already been set for May 10, 2019. And 
though it’s been two years and the 
3DS is on its way out, there’s hope that 
an English version of the game that 
started it all may still be on the way — 
it was just rated in Europe! That’s 
almost always a clue that a release is 
imminent! — LUCAS 


VINCE 
CAMUTO 


| am so pumped and on 
board for this. It’s either 
going to be a total 
disaster or the next 
coming of Who Framed 
Roger Rabbit, and | can’t 
wait to see which of the 
two it will be! I'll be there 
on opening night with 
my hopes set sky high. 
– LUCAS 


LOS ANGELES 
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COLLECTORS CORNER 
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RACING REINVENTED 


Hot Wheels brings Mario Kart onto your living room floor! 


SEEMS LIKE EVERYTHING is entering the arena of smart devices these days, and Hot Wheels 
is a recent joiner. Their "A.i." system allows kids to control "smart" cars on tracks without fear of 
them driving off the edges. The Mario Kart set seen here is just one of several available sets, and 
it contains Mario and Yoshi car shells, track pieces that can form the shape of a mushroom, 
Mario Kart series hazards, sound effects and character voices! You can even race against an A.l. 
opponent that is programmed to defeat you. In order to play, it looks like you need to buy the 
starter kit and then expand to the Mario Kart set — and there’s also a Bowser’s Castle track that 
has Bowser and Peach on the cover, so they may become available as racers later! 


GOLDEN TOME 


Another gorgeous Hyrulian volume. 


WITH ALL THESE exquisite Legend of Zelda books that 
keep arriving, I’ve had to make a separate budget just for 
all of the reading material! The next addition to the series 
will be The Legend of Zelda Encyclopedia. Its Japanese 
version has a blue cover and an intricate rendering of the 
Triforce with Link, Zelda and Ganondorf all etched inside, 
and it matches the style of the previously released Hyrule 
Hystoria and Art & Artifacts books. This blue version will 
release in North America as well, but we’re also getting a 
"Deluxe" version that showcases the old NES golden car- 
tridge as its cover, complete with black Nintendo slipcover 
- and even an oversized instruction booklet! The descrip- 
tion says it will feel like the cart itself. Both versions will 
arrive on April 24, 2018. The Deluxe Edition will retail at 
$80, whereas the Standard Edition is only $35. Tough call! 


ENTERTAINMENT SYSTEM” 


EVEN MORE MEGA MAN MERCH 


Plenty of ways to celebrate the Blue Bomber’s 30th anniversary! 


ALONG WITH THE life-size Mega Man plush that was revealed in our last issue, San-ei Boeki is 
releasing a smaller version of the plush, a keychain version of the plush that’s even smaller and 
some totes. The cushions shown in the photo are also new items for Mega Man’s 30th anniver- 
sary — they have an 8-bit Mega Man standing, running and gunning. The backs of these cushions 
have the same print as the totes, which feature dozens of the Robot Masters that classic Mega 
Man has faced in his 30 years. There are also jackets, phone cases and other miscellaneous 
goods coming from e-Capcom, the Japanese Capcom online store. Happy Birthday Blue Bomber! 
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Collector's Corner is compiled by Brett Martin, the world record holder 

for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


COLOSSAL KOOPA 


First 4 Figures’ take on Bowser is truly monstrous! 


IT’S FITTING THAT the honor of being First 4 Figures’ largest and most expensive statue to 
date would go to Bowser, King of the Koopas. At a whopping $699.99 and standing 19 inches tall 
and 29 inches deep, you'll need to save up and make some room. The base of the figure features 
some castle ground lined with Bowser’s iconic spikes, and the figure itself is impeccably detailed 
— with all the right texturing and an amazing paint job. The exclusive version was the same price 
as the regular edition this time, but will have lower numbers and also features a removable 
magnetized tongue that can be replaced with a huge plume of LED-lit flame. This big Bowser’s 
estimated to release in 20187 third quarter. The pre-order period is over now, but you can 
always get оп а waitlist if you’re on the fence. All | know is they'd better make Luigi next! 


LAMPED Up 
Mario lights the way. 


THINKGEEK CONTINUES TO 
come up with innovative products to 
sell with its various licenses, and 
lately they've been focused on 
lights. They have licenses for Super 
Mario and Zelda merchandise and 
have used them well. There was a 
Coin Block and Triforce touch light 
to start, then they added a Wind 
Waker stained glass light — but 
nothing compares to what they’ve 
cooked up now. Have you ever 
imagined a Chain Chomp as an 
adjustable lamp? I hadn’t either, but 
it works quite well with the charac- 
ter design. The Chain Chomp is 
attached to a block and the chain 
acts as the adjustable neck. The 
open mouth displays the included 
LED bulb. The lamp came out in 
mid-December, so if you’re reading 
this, it should be available right 
now! Also on the website is a 19- 
inch Mario lamp featuring a giant 
Coin Block fabric shade and a Mario 
pull chain. $50 for the Chomp and 
$40 for the Coin Block lamp! 


‚атпоо: 
UPDATE 


PEOPLE WERE PRETTY surprised when Yacht Club 
Games announced and subsequently released a Shovel 
Knight amiibo. Other third-party characters have come 
and gone now, so maybe it’s not as shocking, but whena 
three-pack featuring Plague Knight, Specter Knight and 
King Knight was revealed recently, it definitely took people 
by surprise again! It also makes the Switch and Wii U the 
best places to own Shovel Knight: Treasure Trove, as only 
on those two consoles can the amiibo unlock bonuses. 
Special armor for each of the characters as well as special 
challenge stages become available, along with the ability 
to summon fairy companions (which just seems like a 
visual bonus that doesn’t affect gameplay). This set is 
scheduled to go on sale on New Year’s Eve. 

A bit earlier in December, though, came perhaps the 
oddest amiibo yet: Super Mario Cereal! It’s an actual 
breakfast cereal with an amiibo chip inserted into the box! 
Most cereal boxes aren’t exactly needed after consuming 
their contents, but considering how much the original 
Nintendo Cereal System box sells for now, you may want 
to keep this one! When the box is scanned into Super 
Mario Odyssey, you'll receive coins or a heart. But if you 
scan it while talking to Uncle Amiibo, it will help you find a 
Power Moon! Remember to brush your teeth afterward! 
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HULU BREAKS THROUGH 
Streaming video has come to the Switch. 


AND SO THE floodgates have begun to open. 

While the Nintendo Switch remains first and foremost a gaming machine, the 
system’s suite of software has now taken a step outside that focus to welcome ina 
video streaming application: Hulu is the first of the major players to make it onto the 
Switch! 

That news may be greeted with a cheer or a shrug depending on who you are and 
how you consume entertainment beyond games, but Hulu’s a pretty big name in the 
streaming game. It began as a joint venture between ABC, NBC and Fox a decade 
ago, offering a one-stop website with a library of TV episodes produced by each of 
those three partners — new episodes were regularly added the day after their first 
live airing on the networks. After a few years of simple ad-supported streaming, the 
company then pushed toward a subscription model called Hulu Plus that would elim- 
inate ads in exchange for a monthly fee. And most recently, back in 2016, the service 
cut out free streaming entirely, meaning Hulu is now purely for subscribers only. 

It’s something to keep in mind if you want to check out how its streaming fares on 
the Switch for yourself, though you'll be offered a free trial period following your 
first launch of the free-to-download app. When the free trial ends, you'll have your 
choice of signing up for a $7.99 per month subscription with limited commercials, an 
$11.99 plan with no commercials or a $39.99 Hulu with Live TV plan that adds live 
streaming feeds of your local broadcast stations to the mix of on-demand movies 
and shows. Highlights among Hulu’s offerings include their exclusives Fear the 
Walking Dead, South Park and Seinfeld. That’s gold, Jerry! Gold! - LUCAS 


| haven't been a big Hulu viewer for several years 
now, but if this app speeds the addition of Netflix 
to Switch, then we'll be talking. - LUCAS 


Great! 
New Mario and Pikachu 


movies are happening! 
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---BUT MORE IMPORTANTLY, 
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10000000! 


Sales of the Switch continue to shatter expectations! 


THAT IS A whole lot of zeroes. 

I'll add the commas back in to help you parse the number better: 
10,000,000. Ten Million! The Nintendo Switch has seriously sold 
through eight digits’ worth of units in only nine months, as Nintendo 
reported this number as representing only worldwide sales from 
March 3 to December 3. That’s still not overlapping a Christmas Day! 
What kind of Twilight Zone is this, less than a year since we were all 
still spending our Nintendo console time with dusty Wii Us? 

Speaking of the Wii U, its lifetime sales — lifetime, mind you, 
meaning its total sales since November 2012 — are reportedly under 
14,000,000 units altogether. The Switch is on pace to eclipse its pre- 
decessor’s entire run in only about one year! 

And while we’re doing comparisons to other hardware, sales of the 
PlayStation 4 reached 10,000,000 at almost exactly the same rate as 
the Switch. Keeping pace with the biggest dog in the race! - LUCAS 


If you weren't already aware, now is a very good 
time to be a Nintendo fan. We're only just 
reaching the end of its first year on the market, 
and the years ahead look phenomenally bright! 
Get hyped for a spectacular era! - LUCAS 


Neither of them is 
coming out this year. 


GAME FORECAST 


A quick look atthe biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


THE COVER GAME for Side Е of this issue, Kirby Battle Royale 
is also Nintendo’s first planned retail release for 2018, as it’s set 
to go on sale in stores on January 19. Who could have imagined 
that we’d still be getting retail 3DS games in 2018 after the 
disastrous launch of the system back in 2011? We’ve got a 
review ready for this one on Page 22e — but be warned! Just 
because it claimed a cover doesn’t mean it’s all that great... 


Lay 


Ар 4 R СЛЕД 
е, 


NINTENDO’S СОТ NO retail Switch releases 
planned for the month of January, but Square Enix 


will be jumping in to fill the gap with an all-new 
JRPG: Lost Sphear. We first looked at this new spiri- LOST 5 DH FAR 
tual successor to | Am Setsuna in the wake of ЕЗ in 


Issue #28, and we’re checking in once more on 
Page 11m this time. Next time, a full review for you! 


BAYONETTA’S BACK, BABY! Yes, Nintendo isn’t gracing retail 
shelves with any fresh Switch titles in January — but they’re 
making up for it in February with a two-for-one! Bayonetta 2 is 
being ported to the Switch, and just like on Wii U a few years 
ago, it comes accompanied with a free port of the original 
Bayonetta as well! It’s happening on February 16, and it’s all 
setting up the all-new Bayonetta 3! Read more on Page 18m. 


KIRBY IS PULLING double duty on both active 
Nintendo systems! Just as soon as the new Battle 
Royale begins to fade away from the public con- 
sciousness, the Switch adventure Kirby Star Allies 
will be coming into focus. It’s currently pegged with 
a general "Spring 2018" release window, but И 
surely be on the early end of Spring. See Page 12м! 


ALSO ON DECK for first-party Nintendo Switch releases is the 
next adventure starring everyone’s favorite hungry, hungry 
dinosaur, Yoshi. This follow-up to Yoshi’s Woolly World (which is 
still without a final name as 2017 comes to an end) only has a 
vague "2018" release target right now, but given that it was 
played on camera at E3 months ago, it’s surely far enough along 
that we won't have to wait long. More on Page 16m! 


FINALLY, OUR SECOND cover game for this 
double-covered edition is Wolfenstein Il: The New 

Colossus, a game also still targeted for an unknown А 
date in 2018. It could come out soon! It could still yp ens Pin 

be several months away! But hopefully the fact that 


it already arrived in October for other platforms THE NEW COLOSSUS" 
means it'll be sooner rather than later. Page 9м! 


Much of the release calendar for the first months of 2018 is still a 
mystery as we wrap this issue in mid-December 2017, and that’s likely 


because (rumors suggest) Nintendo's planning another big Switch video 
event in January that will pull back the curtain on the actual plans. I’m 


confident they'll keep the party rolling through the New Year! — LUCAS 


SINCE WE LAST advised you to keep your eyes on 
January 16, 2018 for the arrival of Part 2 of Kingdom 
Battle’s DLC, an interesting tidbit has been uncovered: 
Apparently, we should be expecting to get "an exclu- 
sive world featuring a new hero" in the new pack! A 
ninth member of the playable team? Who could it be? 
Rabbid Birdo? Rabbid Rosalina? Rabbid Stanley the 
Bugman?!?! | can’t wait to see who it’s going to Бе! 


OUR REVIEW-IN-PROGRESS of this 
epic new addition to the blessedly 
ongoing Xenoblade Chronicles series 
appears for you in this issue starting on 
Page 30e, but Kevin’s work adventuring 
across the expanse of Alrest won’t come 
to an end when the credits roll! An 
Expansion Pass now on sale for $29.99 
will extend the adventure with new 
quests, new Rare Blades, a new Challenge 
Mode and a brand-new Story Content 
Pack, all scheduled to roll out as 2018 
rolls on. We'll be able to bring you reviews 
of all of it throughout the issues ahead, so 
stay tuned! 


COMIC BREAK 


Cest ive 
Corage 


ALL RIGHT. 
LETS FORGE SOME 
IRON BARS... 


THE VERY 
FIRST M-RATED 
NINTENDO 
GAME 


MORTAL KOMBAT 3 
SNES, 1995 


.. 


Here’s where the carnage all began! Well, from a certain point of view, at least. The SNES port of the original 
Mortal Kombat was famously censored to lessen the severity of its simulated violence, but bore no explicit 
warning about its content on its box. After a great public outcry, its sequel Mortal Kombat II shipped to 
stores with a unique “Parental Discretion Advised” label that suggested it may not be appropriate for players 
under 17 years of age. But it wasn’t until Mortal Kombat 3 that the now-infamous “M for Mature” first 
appeared - its release in 1995 was the first in the series following the ESRB’s formation, and it also happened 
to claim the honor of being the first M-rated title presented on any Nintendo platform by any publisher. The 
Big N wouldn't touch the big М directly for another few years beyond this moment! Truly, images like Sonya 
Blade burning her opponents alive with a kiss of death were too much for ’90s Nintendo to bear! - LUCAS 


PRESS SIART 


KIRBYS 


Нез Nintendo’s most happy-go-lucky Него... until it’s time for him to appear on North American retail packaging! 


CULTURAL DIFFERENCES HAVE a huge effect on That’s what Nintendo of America must have In the decade and a half since then, Kirby’s "anger 
Nintendo’s video games. Nintendo is a company decided right around 15 years ago, any way. It’s odd, issues" have become a running gag, as time and time 
based in Japan, after all, and the games and charac- because for his first 10 years of life, Kirby was fully again the American audience is presented with a 
ters they create come almost entirely from men and welcomed as a smiling, silly superstar on both sides needlessly violent version of the hero, while Japan’s 
women who grew up there. Most of the time their of the Pacific. But beginning in December 2002, NOA gamers continue to enjoy him as the cute, eternally 
creations are universal, transcending national started altering his official art on the packages of optimistic mascot that apparently only their culture 
borders with their appeal for all. But, in the case of new games — he was still a rotund little ball of cotton can appreciate. Here, we offer for your consideration 
the cute, round, pink-hued hero who claimed one of candy floof, but now he had angry eyebrows and a a set of comparisons to illustrate the fact that Kirby, 
our two covers for this issue, well... he’s too cute. scowl! That had to make him more mature, right? in America, just needs to chill out! — LUCAS 


KIRBY: NIGHTMARE 
IN DREAM LAND 


The first offender, from 2002. In Japan, 
a. Kirby happily runs along with a smile. But 
> in America, his pose is altered slightly to 
“Гу make him look like he’s kicking а foe, һе 
“4 gets angry eyebrows and a frown, and 
= Se. 2 even his Fighter headband! The name 
BORTIIIR AN was made more extreme, too: in Japan, 


PEBANTI ~am Pora it’s just "The Fountain of Dreams Deluxe." 


KIRBY AIR RIDE 


Nintendo of America’s marketing department must have been instantly 
pleased by the edgy, dark repackaging of Nightmare in Dream Land, because 
they pulled the same trick less than a year later for Kirby Air Ride. The name 

didn’t change this time around (beyond dropping the possessiveness of 
Kirby’s name for some reason), but the angry eyebrows made a bold encore 

) appearance for the packaging’s piece of Kirby art. This pose wasn’t altered at 

(за y all from its original Japanese version, as only Kirby’s mouth shape joined his 

newly slanted brows in being edited from the source material. Did GameCube 
owners really pay more attention to Air Ride because of this minor edit? 


KIRBY & THE 
AMAZING MIRROR 


Here’s a case where Kirby actually does 
appear angry on Japan’s box — but it’s the 
red Kirby behind the logo who’s fuming, 
not the most prominent pink puff. NOA 
swapped their colors and positions so 
that normal pink Kirby was the angry one 
leading the charge with a sword . . . while 
also holding a cell phone. 


минтенон губ, 


мімтемоБГуб, 


мімтемоо губ, 


KIRBY: CANVAS CURSE 


Sheesh, they had their work cut out for them here — 
Japan’s severely simplistic singular visual of a 
wholly ball-shaped Kirby getting tapped by a stylus 
gave NOA almost nothing to edit into an angry state 
in the first place. So, understandably, America’s 
team crafted an entirely new piece of packaging art 
— but still made sure to include the signature angry 
eyes, this time looking even more foolish since Kirby 
has по appendages. "Run! It’s a really mad... ball!" 


мімтемоогу 


КІКВҮ: SQUEAK SQUAD 


And the award for the least-edited piece of Kirby 
packaging art goes to 20065 Kirby: Squeak Squad, 
as this time around the addition of the angry 
eyebrows was pretty much the only change made to 
the whole piece. The logo’s swapped out for the 
English one, of course, and there are minor, minor 
position adjustments here and there, but this is the 
most cut-and-dry comparison of all: In Japan, Kirby 
is happy; in America, he’s always mad. 


2 DS: 


о 


NINTENDO 


KIRBY: MASS ATTACK 


For Kirby’s final adventure on the DS hardware, he 
didn’t adventure alone — he was accompanied by 
nine clones of himself! Japan’s box gives equal 
prominence to all 10 Kirbys, arranging them in a 
circle around the game’s logo. | think | prefer the 
dynamic action of the American art this time, 
though, as the "Attack" part of the title is conveyed 
by the two foes in the background getting slammed, 
while, of course, the foreground is one mad Kirby. 


DS. 


NINTENDO) 


KIRBY’S RETURN TO DREAM LAND 


| eagerly await the reveal of the official packaging art for Kirby Star Allies on 
the Switch, as I’m almost willing to bet a whole bushel of Maxim Tomatoes 
that this phenomenon will play out there once again. For now, though, мел! 
conclude with this look back at Kirby’s 2011 home console adventure, Return 
to Dream Land. In Japan, everyone’s jolly and ready to head out on a four- 
player journey — even the villainous King Dedede is perfectly happy! In 
America, though, all those poses were scrapped in favor of new ones, with 
Kirby’s the most altered, of course. After all, he can’t be a hero unless he’s 
wielding a ridiculously large sword and looking totally cheesed off about it! 


CHARACTER PROFILE 


It’s the self-declared dictator of Dream Land! This once-menacing 
monarch used to be the ultimate enemy standing against Kirby at the 
end of the Pink Puffball’s quests, but now he’s just as often an ally for 
the happy, hungry hero. Let’s look back across the career of a king! 


Once the Dark Matter was out of his 
system, Dedede turned over a new 
leaf and started helping Kirby! 


In his inauspicious debut, Dedede 
was dethroned and blasted out of his 
own castle. He then threw a tantrum! 


You know you’ve really made it as a Nintendo mascot 
character when you're selected to become a playable 
fighter in the Smash Bros. series, and for Dedede that 
honor came a decade ago in Brawl. Though his actual 
fighting skills are questionable, he played a crucial role 
in the story-focused Subspace Emissary mode, using 
special "Dedede Badges" to revive petrified heroes. 


Then he became a cartoon star! The 
King antagonized our hero once more 
in the Right Back at Ya! TV series. 


Even worse, the portly penguin then 
became possessed by a more sinister 


evil force in several games. 


OK, I take back the Smash Bros. playable fighter status 
thing immediately — because the real sign that you’ve 
arrived as a Nintendo character is when you get your 
own game, with your name in the title! That happened 
for Dedede just a few years ago, when the Dedede’s 
Drum Dash minigame from Kirby: Triple Deluxe was 
expanded into its own eShop-exclusive release! 


Full playable status was conferred on 
Dedede on the Wii, and he even gave 
his allies free piggyback rides! 


Unfortunately, he’s not so hot in the 
Smash series. Pros have ranked him 
as almost the worst fighter there is. 


FIRST APPEARANCE 
KIRBY’S DREAM LAND (1992) 


Now over 25 years old just like his 
arch-rival Kirby, King Dedede seems 
primed to continue serving as the 
series’ most versatile recurring star. 
Sometimes he’s a villain! Sometimes 
he’s a hero! But he’s always smug. 


Maybe through his next 25 years he’ll 
actually decide to take his kingly 
duties seriously, and do something 
beneficial for the citizens of Dream 
Land? (Yeah, probably not.) 


Don’t think King Dedede is done surprising his eternal 
frenemy, Kirby, because he’s been hitting the gym to 
get prepared for their next rumble in the upcoming 

Kirby Star Allies on Switch! Preview trailers have 
revealed a boss battle against a massively muscular 
new version of the king — he’s not going to be forced off 
his throne quite so easily any more! 


BY LUCAS M. THOMAS 
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m gonna get you, Kirby 


GAMING’S MOST 
ICONIC CUMBERBUND 


SUIT SHAMELESSLY 
STOLEN FROM 
SANTA CLAUS 
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KIRBY CRUSHERS 


SERIOUS TIME 


While "normal" King Dedede has faced 
off against Kirby plenty of times, it’s 
become more common to see him 
adopt a more menacing and serious 
alternate form in true final battles in 
recent years. We’ve seen everything 
from Masked Dedede to Shadow 
Dedede to King D-Mind... but по 
matter his name or his altered outfit, 
Kirby always beats him and restores 
him to his standard, sillier self! 


RETRO 


WARP ZONE 


What Nintendo Power was writing about way back when. 


AS THE FIRST January issue of Nintendo Power 
following the introduction of the Super Power Club 
(see NF #29), NP’s 44th edition delivered on the 
promise of a Super Power bonus issue for subscrib- 
ers in a big way. The special gatefold cover featured 
Mickey Mouse and Pete from Capcom's The Magical 
Quest, with the flipside hosting a Super Search of "a 
typical Nintendo Super Power Club member’s" 
room for a long list of games. 

Inside, Mickey’s Super NES quest was joined by 
Dragon's Eye: Shanghai II, Sonic Blast Man, Equinox, 
Firepower 2000 and a special on Super NES sports 
games. Game Boy fans got coverage of The 
Incredible Crash Dummies, Battleship and The 
Humans, while the NES maintained a presence with 
The Jetsons and R.C. Pro-Am Il. Plus, Mega Man III 
for Game Boy and Mega Man 5 for NES were joined 
by the results of the Mega Man Robot Design 
Contest (see sidebar below). 

Comics featured a one-shot Mario story detailing 
his history with Wario, while Nester’s Adventures 
took him on a Desert Strike. The Power Player’s 
page evolved into Power Player’s Challenge, and an 
unprecedented Player’s Poll saw EA Sports send the 
winner to Los Angeles to see the San Jose Sharks 
take on the Los Angeles Kings. Street Fighter II, 
Kirby’s Dream Land and Super Mario Bros. 3 domi- 
nated their respective Top 20s, and the highlight of 
Pak Watch was the then-upcoming "Zelda IV" for 
the Game Boy. 

On top of an already stacked issue, the bonus 


content really shined. Included was a 16-page Mario 
Paint Special to help hone your pixel art skills, a 
Top 10 year in review for each platform and a look 
at future games and technologies with Star Fox and 
the Super FX Chip as well as the CD-ROM format 
and The 7th Guest. There was also a Behind the 
Scenes at Nintendo feature, including how they 
evaluate games, the best of Classified Information, 
a peek at the secret stages of Super Mario Land 2, 
decals for your consoles and controllers, and even a 
papercraft version of the SFX Arwing you could put 
together! 

The Addams Family: Pugsley’s Scavenger Hunt 
for the Super NES got the cover story for NP #45, 
and was joined by Cybernator, Harley’s Humongous 
Adventure, Wing Commander and Jeopardy!, with 
Darkwing Duck, Spot: The Cool Adventure, Alien 3, 
The Ren & Stimpy Show, Rampart and The Little 
Mermaid on Game Boy and Zen: Intergalactic Ninja, 
Bomberman II, Tiny Toon Adventures 2 and Eon 
Man waving the flag for the NES. 

Elsewhere, Star Fox got some hype with both a 
poster and a new comic, "Knockout" Nester took on 
an oddly underdressed Sonic Blast Man, Player’s 
Poll winners would get to rock out like Wayne and 
Garth and Super Mario Land 2 and Tecmo Super 
Bowl ascended to the top of their Top 20s. But 
perhaps the most interesting of all was a forward- 
looking piece on the "Unsung Heroes of the NES," 
which went into detail about how some great games 
can wind up getting overlooked! — DAVID 


> Bosses, ТІ Surely be 

able to Finigh off Медо. 

“a Man! Thanks a lot! 
Ма, Ha, Ha MI 


DOING DR. WILY’S DIRTY WORK 


Back in the heyday of the original Mega Man series, one of the more interesting aspects surrounding many of 
the games was the inclusion of fan participation in the design process. Starting with Mega Man 2, the develop- 
ers at Capcom began soliciting Robot Master designs from fans, a tradition that continued up through the 
eighth game in the series, and even into a few of the later spin-off/sequel series. Unfortunately, these 


contests were always relegated exclusively to Japan... that is, except for one year! Back in NP #40, the call 
was put out to all would-be Robot Master creators across the U.S. and Canada, and #44 featured four pages of 
entries. Interestingly, the two that would eventually go on to become a part of the canon in Mega Man 6, 
Knight Man and Wind Man, weren’t featured here. However, sharp-eyed Mega Fans will notice several entries 
that bear the name of or otherwise resemble further future Robot Masters and other concepts! 
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КЕМЕ 


IN THE OPENING tutorial for Kirby 
Battle Royale, our squishy pink hero is 
pulled from his sleepy reverie by the 
announcement of atournament at 
King Dedede’s castle. Wielding a blue- 
hilted sword and adorned with a 
pointy green hat, Kirby sets off оп а 
top-down, flip-screen adventure where 
you solve puzzles by throwing 
Bandana Waddle Dee to safety and 
take down a mysterious shadowy 
Kirby. It’s The Legend of Zelda with a 
Kirby twist, and for a few fleeting 
moments, | believed that my precon- 
ceptions of Kirby Battle Royale had 
been completely mistaken. 

Arriving at King Dedede’s castle for 
the tournament (where the grand 
prize is a delicious cake, of course), it 
is revealed that the shadowy Kirby you 
saw earlier was in fact created by the 
pompous penguin’s cloning machine. 

Simply turn the crank and a dif- 


ll Brawl 


ferent color of Kirby pops out, ready 
to do battle! 

But any hope that the single-player 
campaign would have more of an 
adventure focus was immediately dis- 
carded after the opening scene. You 
partner up with Bandana Dee (Kirby is 
apparently so competitive that he 
can’t befriend clones of himself) and 
stand around in the lobby of King 
Dedede’s castle. In order to begin the 
tournament, you must speak to the 
Waddle Doo behind the counter and 
get ready to play some minigames. 

Winning minigames bags you a pre- 
determined prize of some tournament 
points, which can be seen on Waddle 
Doo’s tournament menu before each 
game begins. Once you earn a certain 
number of tournament points, you can 
advance to the qualifier round for that 
stage of the tournament. Clear all the 
qualifier minigames and you can 
advance to the next stage. 

Rinse and repeat. 


Each stage of the tournament intro- 
duces a new selection of minigames to 
play. Unlike many minigame collec- 
tions, each game uses the same top- 
down controls you used in the opening 
stage. Minigames broadly fall into two 
categories. 

First, there are the battle mini- 
games where you use must use Kirby’s 
Copy Abilities to dish out as much 
damage directly to your opponents as 
you can. Battle Arena, Attack Riders, 
Robo Bonkers and Slam Hockey fall 
into this category. Sometimes you’re 
trying to drain your opponents’ health, 
and sometimes you’re knocking items 
out of them and must gather up the 
most items within the time limit. 

The second category is the "pick 
stuff up" minigames, where you must 
scoop up more of a particular item 
(apples, coins, energy cubes) than 
your opponents. Apple Scramble, Coin 
Clash, Rocket Rumble, Ore Express 
and Flagball all focus on gathering and 
depositing items. You can also use 
your Copy Abilities to knock items out 
of your opponents’ hands if you’re 
feeling mean-spirited. 

This leaves the one outlier that 
combines both: Crazy Theater. You are 
given an instruction, such as hitting an 
enemy, grabbing a certain number of 
apples or standing on the solution to a 
math sum. Get it right, and the score- 

board lights up. The first player to hit 
the top of the scoreboard walks away 
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with the victory. 

Before each game, you choose from 
a menu of Copy Abilities you’ve 
unlocked along the way. Each Copy 
Ability comes equipped with a 
standard attack and a powered-up 
charge attack, and making the best 
use of these is the key to victory. 
Some Copy Abilities have certain 
advantages depending on the 
minigame. Bomb gives you a long- 
distance attack, but can be difficult to 
use in a close-quarters melee. Beetle 
has an excellent charge attack that 
can dish out multiple hits and fling 
your opponents around for high 
damage, but that’s nearly useless in 
any game that requires accuracy. 

Minigames can pit you against up 
to three computer players, or team up 
with Bandana Waddle Dee in a 2-vs-2 
battle. The computer А.І. doesn’t pose 
much of a threat, and you'll easily 
walk away with the win, but eventually 
you'll start cursing your А.І. partner. 
It’s possible for Bandana Dee to cost 


you around by doing something 
totally ridiculous and out of your 
control. One of the rounds in Crazy 
Theater requires both you and your 
partner to dodge Kracko’s lightning for 
a few seconds — and Waddle Dee is 
likely to run headfirst into it. Thanks, 
buddy! 

Of course, if you get tired of the 
A.l., you can also play any of the mini- 
games in local or online multiplayer. 

Unfortunately, Kirby Battle Royale 
feels like less than the sum of its 
parts. The controls are solid, the mini- 
games can be frantic and fun the first 
time, and it’s well suited to short 
bursts of play. But trying to make any 
headway in the single-player high- 
lighted the вате” shortcomings: a 
total lack of variety and an absence of 
any challenge whatsoever. 

Only having 10 minigames to 
choose from means you'll see the 
same games cropping up over and 
over again. That might not have 


been a problem were the minigames 
more varied, but one of the problems 
of using a single control scheme is 
that you end up feeling like you're just 
doing the same thing over and over. 
By the time the difficulty starts to 
rise, you will have played each mini- 
game so many times that you'll have 
total mastery over them, and as a 
result they never pose any threat. 
There are tons of figurines, 
Copy Abilities and songs 
to unlock by spend- 
ing the reward 
money you receive 
at the end of each 
minigame, but the 


— you'll need to grind through the 
minigames dozens or hundreds of 
times to make a dent in your rewards 
list! And while grinding certainly isn’t 
difficult, the game simply doesn’t hold 
up to that much repetition. 

As acherry on the (prize) cake, 
there was one more annoyance that 
really added to the struggle: After 
each minigame, the scoring screen 
where Kirby does his happy dance is 
unskippable and stays on screen for 
just a tad too long. In a multiplayer 
battle game like this, it’s important to 
keep the flow going, but | found 
myself hammering the Start Button to 
try and return to the game — but to no 
avail. 


cost to unlock everything is staggering 


There’s nothing trickier than 
covering a game that doesn’t do 
anything particularly wrong, but that 
also fails to live up to its own poten- 
tial. Kirby Battle Royale is middle-of- 
the-road. Despite its colorful graphics, 
jaunty music and decent controls, it 
runs out of steam long before it’s over, 
and it just becomes a chore to play. 

Kirby Battle Royale is less of an 
exciting multiplayer minigame collec- 
tion and more of a battle mode map 
pack for a budget download-only title 
that’s been stretched beyond its 
breaking point to become a full-price 
packaged game. 

Regardless of what you think of 
Kirby, he deserves better for his 25th 
birthday. - MARK 
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Dread and Despair 


LET’S PLAYS HAVE become a 
dominant force in video game culture. 
А lot of people are attracted to their 
ability to provide viewers with the 
illusion of friendship, but without any 
of the emotional risks and potentia 
pitfalls that come from actual human 
interaction. 
The End is Nigh launches off that 
premise with the introduction of Ash, 
a livestreamer and lone survivor of a 
nuclear apocalypse. He’s not sure how 
he lived through it all, and from all 
appearances, most of him didn’t. Al 
that remains of him is a head, but that 
doesn’t seem to bother him much. He 
can still get around the house, play 
video games and talk to himself and 
his webcam. It’s not ideal, but at least 
he’s safe. All that changes when his 
favorite game crashes one day. First 
he drops enough F-bombs to trigger a 
second apocalypse, then decides to 
head out into the desolate wastelands, 
hoping to find a friend. His fear of the 
outside world is finally outmatched by 
something even more uncomfortable: 
the combination of boredom and lone- 
liness brought on by his self-imposed 
prison. 
The End is Nigh is actually the first 
2D platformer that Edmund McMillen 
has designed since the release of 
Super Meat Boy, the game that went 
on to make him famous. He was aware 


24. ISSUE #31: CARNAGE VS. CUTENESS 


that people were bound to compare 
the two, so he put a lot of effort into 
setting this new game apart from its 
predecessor. 

Though Meat Boy didn’t have any 
skin, he was still powerful in his own 
way, with the ability to jump and slide 
off nearly any surface — his game is 
about using pure enthusiasm and 
hope to get through even the most 
treacherous obstacles, with an upbeat, 
fast-paced soundtrack to inspire you 
as you go. 

The End is Nigh somehow finds a 
way to take all that kinetic energy and 
transmute it into adorable horror. It’s 
still a 2D platformer, and it’s still very 
hard, but all the optimism has been 
replaced with gloom, disempower- 
ment and unpredictable threats. The 


exception to that is the soundtrack, 
which is mostly arrangements of clas- 
sical compositions of old. It’s appropri- 
ately creaky, but also soothing, which 
is just what you need to prevent a 
game-induced nervous breakdown. 

A lot of the stress comes from the 
game’s central gameplay "hook" — 
instead of wall jumping, Ash has the 
power to hang on to hooks and ledges. 
While clinging there, he can perform a 
boosted horizontal leap that allows 
him to cover huge distances. It’s a fun, 
interesting move, but it still feels 
fearful and desperate — if Ash hangs 
on too long, the world around him is 
bound to crumble. 

The same goes for the swimming 
mechanics that are introduced a few 
levels later. At first it feels like Ash has 
finally found a safe way to get around, 
but before you know it, all the water is 
poisoned, causing him to explode after 
he’s submerged for a few seconds. Not 
long after that, he enters a world 
where a lot of the air is poisoned as 
well, making it even easier for him to 
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die. Though each of the game’s 600+ 
stages are only one screen long, you'll 
spend plenty of time getting to know 
most of them, struggling to stay alive 
again and again. 

The game’s pacing is also atypical 
for the genre. There are no boss fights 
and very few cutscenes. Instead, the 
initial rhythm is broken up by tons of 
secret branching paths and hidden 
levels. There are also multiple endings 
and over 20 game cartridges to be 
found, all of which unlock old-school 
stages that play by classic arcade-style 
rules. Don’t worry though — they’re 
just as tense as the main adventure, 
just in a different way. 

The feeling of distress never seems 
to end in The End is Nigh. It’s a per- 
fectly designed game, and the bonuses 
packed into its retail release (like a 
squishy silicone toy version of Ash) are 
amazing, but its unrelenting commit- 
ment to anxiety can make it hard to 
swallow. — JONATHAN 
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The Scrolls Reopened 


ONE OF THE first games shown off 
for the Switch is now finally out on the 
platform, more than six years after its 
original debut. (That’s a weird 
sentence to write, but it’s factually 
accurate.) Back in Nintendo’s original 
October 2016 unveiling of the Switch, 
The Elder Scrolls V: Skyrim was shown 
off as playable on the hybrid portable/ 
home console. Over a year later, 
Skyrim in all of its glory launched on 
the Switch. It packs a lot of game into 
a little package. While some rough and 
dated edges understandably age 
Skyrim up, this Bethesda-made RPG is 
still a massive, engrossing adventure 
worthy of first-time play or a replay. 

If you’re a member of the Force 
unfamiliar with the Elder Scrolls series 
(which makes sense since this is the 
Nintendo system debut of the 23-year- 
old franchise), it’s a franchise full of 
open-world fantasy RPGs that evoke 
elements of The Lord of the Rings and 
Game of Thrones. Comparisons can 
totally be drawn in the Nintendo realm 
between Skyrim and Xenoblade and 
Breath of the Wild. They have plenty of 
differences, but if you’re into those 
games, Skyrim will probably be right 
up your alley. 

Skyrim features a prevalent and 
focused main storyline involving your 
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created character being thrust into the 
middle of a war between the Imperial 
Legion and the renegade Stormcloaks. 
Along the way, dragons come back 
into the world — and with your hero’s 
Dragonborn nature, you can wield the 
power of those ancient beasts in your 
adventures across the massive world, 
eventually going to fight against the 
dragons in the main quest. 

The story leads to some brilliant 
setpieces, but the glory of Skyrim is 
found not in its main quest, but in its 
deep and gigantic array of sidequests 
and random adventures in the over- 
world. Every corner of Skyrim is 
dripping with lore, secrets and myster- 
ies. I’ve lost hours aimlessly wander- 
ing the hills and mountains of the 
continent, finding myself mixed up in 
town squabbles, moral grey area 
dilemmas and lengthy questlines 
involving my admission into one of the 
various factions. 

The version on Switch includes all 
three DLC expansions, which add 
vampires, house construction and an 
entirely new island. Sadly, if you’ve 
ever heard of Skyrim’s vibrant 
modding scene, none of that is avail- 
able in the Switch release. 

On Switch, Skyrim looks amazing. 
While some text does look smaller on 
the Switch’s screen, the entire game 
runs very well considering how huge it 
is. (Even in 2011, it wasn’t a smooth- 


running experience.) Having played 
Skyrim before, | don’t truly notice any 
differences between the past versions 
and the Switch one. If anything, the 
Switch version is better because of its 
versatility of play. We’re almost a year 
into the Switch era, and the fact І can 
just pick up the system from the dock 
and transfer from the big screen toa 
handheld is still awesome — even 
more so when it’s such a large game. 
That versatility plays well to 
Skyrim’s strengths as well. With ease, 
hours upon hours can be spent just 
straight playing the large game, but 


to progress. It’s a shockingly great 
portable game. While those searching 


for crisper graphics might seek out the 


Xbox One or PS4 versions released in 
2016, or those wanting some more 


even 15 minutes here or there can lead 


customization might go to PC for 
mods, if you just want to play some 
Skyrim on the go and at home, the 
Switch version is pure aces. 

| do have problems with it — though 
most of them just stem from the fact 
that Skyrim is a 2011 game that was 
re-released in 2017. 

After Breath of the Wild, maneuver- 
ing around the overworld feels grossly 
limited. Climbing mountains and hills 
is frustrating and arduous. Either 
things are impassable, or you have to 
do this weird alternating walking/ 
hopping to climb up peaks. Fall 
damage can also be frustrating, which 
cripples the joy of exploration. 

When you're in dungeons, Skyrim’s 
checkpointing is generally all right, 
but in the overworld, you only see 
checkpoints when you enter or exit a 
location. An accidental fall could result 
in your death and replaying a lot of 
maddening overworld traipsing. This is 
very much more an inconvenience 
than a dealbreaker, but following up 
Breath of the Wild with Skyrim could 
lead to some rude awakenings. 

Nonetheless, even with its age 
showing, Skyrim on Switch is amazing. 
It’s a wonder that Bethesda squeezed 
this gigantic game into such a small 
package. All of the content here can 
provide hundreds of hours of engross- 
ing adventures, letting you do every- 
thing from becoming a shadowy 
assassin to riding on the back of a 
dragon. 

Whether it’s your first Elder Scrolls 
experience or your fifth, Skyrim is still 
a worthy journey. - NEAL 
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Teamwork Makes the Dream Work! 


FOR OVER A decade now, Monster 
Hunter has been опе of Capcom’s 
most important brands. It’s a franchise 
full of furious fighting, pitting warriors 
wielding fiercesome weapons against 
massive, menacing monsters who 
loom over an open-world landscape. 
But it’s an intimidating series to get 
into, both because of the complexities 
of its real-time combat and its aggres- 
sively serious visual style and tone — 
so, after a decade of iterating on the 
core series, Capcom announced a 
spin-off intended to tear down those 
wo big barriers to entry for new 
players. 
Monster Hunter Stories feels like it 
took a long time to arrive, but it’s 
inally here and it’s finally doing its job 
of being the "beginner’s first Monster 
Hunter game." Gone is the real-time 
combat and its demand for quick 
hinking and fast reflexes, replaced 
instead by a leisurely turn-based take 
on fighting that’s easily approachable. 
But the bigger shift is seen in the 
screens above - this is no longer a 
world where hardened adult adventur- 
ers quest out into the wild to hunt and 
kill gigantic beasts, but rather a 
playful, cel-shaded cartoon land in 
which kids befriend and ride miniature 
versions of the same titans seen only 
as foes in the series’ previous serious 
entries. 

| dig it. | was enamored by the bold 
direction Capcom chose for this 
project from the start, as it’s not often 
that we see a mature franchise take a 
step back from the trappings of the 
hardcore and invite kids in instead. 
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But it works here. Monster Hunter 
games are traditionally rated T for 
Teen, and this one’s an E10+ — only 
three years’ difference there, by the 
numbers. But even as an adult, I’ve 
been turned off when I’ve tried to get 
into Monster Hunter proper in the 
past, and this more family-friendly, 
Nintendo-ish approach is much more 
appealing to me, personally. 

The game’s visuals pop with color 
and its world feels fun and alive, 
holding up even though a long local- 
ization period meant these Stories are 
only beginning to be told in the West 
in the new Switch era where portable 
HD gaming is the new reality. The 
characters sell the experience, and no 
detail is spared — | always love little 
ouches like having your hero’s clothes 
actually visually change when you 
equip a different outfit, and that 
happens here. The NPCs you meet are 
unny and emotionally expressive, and 
it’s no surprise that this game became 
he source material for an ongoing 
anime series in Japan (which will soon 
be brought to the States courtesy of 
Funimation). 

The combat is what really sold me, 
though, as it’s a smart, energetic take 
on traditional turn-based JRPG 
battling. The Pokémon series’ 
battles have operated on a kind 
of Rock/Paper/Scissors formula 
for decades now, but Stories distills 
that idea further down into just three 
core combat choices: Power, Speed 
and Technique attacks. Each is weak 
to one of the others: Technique stops 
Speed, Speed outpaces Power and 
Power smashes Technique. It’s a game 
of anticipation as you do your best to 
predict which type of attack your 


opponent will select, then oppose 
them with its opposite. If you choose 
correctly, you score a free hit and shut 
down their attack entirely. If you pick 
poorly, they slash away your HP while 
you do no damage to them. 

The best part of the battles is that 
you're not alone in them, though! Your 
trusty partner Monstie is there with 
you as an A.l.-directed co-attacker — 
and if you choose the same type of 
attack as your animal ally, you can 
trigger a cinematic Double Attack that 
deals extra damage to your foe. But 
that’s not all! A Kinship meter charges 
as long battles continue, and once full 
you can choose the Ride option to hop 
on top of your Monstie and forma 
combined single fighter. It’s 
then that the combat 
system’s most satisfy- 
ing attacks appear! \ 


Beyond the battle sequences, 
Stories sees you riding around the 
world on your Monsties’ backs, visiting 
new lands and advancing an overall 
story about the menace of a sinister 
Black Blight that’s polluting the land. 
The locations you visit are varied and 
fun, if a bit sparse — | would have 
loved to see a bit more to do out in the 
environments, and greater variety in 
the befriendable creatures too. With 
any luck, though, this will only be the 
beginning of a sustained Stories spin- 
off series, and future sequels can add 
more to do, more monsters to find and 
ride and, of course, bring the adven- 
tures to the big screen via Nintendo 
Switch! For now, this 3DS debut is a 

strong start, and | fully 
recommend it as a first 

ж step into Monster 
\ Hunter! - LUCAS 
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puzzle-solving. 


Brilliant! You made that look so easy. 
| suppose you detectives are primed for 


The Professor’s Progeny 


WITH SEVEN GAMES, spin-offs, an 
upcoming anime series and a film, the 
Layton brand has grown beyond the 
confines of mere "puzzle games." 
Level-5 worked hard for a decade to 
get it right, but now the time has come 
for the iconic hat to be passed on to 
another: Professor Hershel Layton’s 
daughter, Katrielle, in Layton’s 
Mystery Journey. | love "Lady Layton" 
herself, but the chapter-by-chapter 
format hinders her first outing. 


Blow by blow, the format of 
Mystery Journey is the same as it’s 
always been. A-1 Pictures has their 
animation down to a science, and the 
idea of watching anime cutscenes con- 
stantly is something | can get down 
with. They help flesh out the charac- 
ters a little more. 

Where the game falters is the way 
everything is broken down. Instead of 
giving us an amazing mystery that 
permeates throughout (something 
even hinted at jokingly at the start 
when Katrielle regales us of past mys- 
teries her Dad has solved), everything 
is kind of given in bite-sized chunks. A 
talking dog is introduced, an assistant 
who begs to be explored is there as 
well, and then... you’re tasked with 
fixing part of Big Ben’s clock. Then the 
core mystery pops up again, but you 
have to do some other menial task. 

Now Level-5 does make some effort 
to link them, setting up the finale with 
a mysterious organization, but even 
that falls flat. Because really, a lot of 
the things you do care about either 
end up unsolved or stamped with a 
giant "to be continued" sign, and some 
of the stuff you really didn’t care to 
explore gets explored nonetheless. 
The result is an uneven tale that feels 
equal parts gaiden and one note, like 
an unsatisfying episode of Scooby-Doo 
where the villain and their motivations 
come out of left field — or said motiva- 
tions aren’t justified by the writers. 

It’s not all terrible though, as the 
characters are charming, and | really 
do like Katrielle. | want to see more of 
her side of the story, and honestly, | 
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don’t even think we needed to be 
strung along with the "sudden disap- 
pearance of Layton proper" at all. 
Katrielle could have stood on her own, 
and that entire storyline isn’t even jus- 
tified anyway. It’s tough to really 
balance everything, as this is Level-5’s 
first actual attempt to get away from 
Hershel (Layton Brothers: Mystery 
Room doesn’t really count, as it was 
more of an experiment). 

As for the puzzles, they feel on par 
with the rest of the series, even if a 
handful of them skew toward the easy 
side. There are still plenty of shape- 
building exercises that could take 
anywhere from 20 seconds to 20 
minutes depending on your aptitude, 
and | love that certain puzzles are 
linked together. Even as a kid | adored 
doing logic puzzles, and some of the 
more simplistic yet effective ones are 
my favorites (like Rainbow Rabbit, 
which requires players to color a 
stuffed rabbit correctly). 

There’s one thing you should know 
that doesn’t impact the score of this 
review, but is worthwhile information 
regardless: Mystery Journey is also 
available in mobile form for less than 
half the price of the 3DS edition. Asa 
minor caveat, the 3DS version includes 
all of the piecemeal DLC from its coun- 
terpart, but given that it’s mostly just 


useless outfit-type add-ons, it’s worth 
skipping anyway. There are no major 
differences between them — you just 
need to pick up the one you feel com- 
fortable with. Given that there’s no 3D 
effect or major use of the second 
screen (and mobile devices have touch 
support for puzzles), there’s even less 
of a reason to only spring for the 3DS 
version outside of consistency if 
you’ve been enjoying the series on 
Nintendo's portables for years. 

Despite my issues with the pacing 
and direction of the story, Layton’s 
Mystery Journey is worth diving into if 
you enjoy the series. There’s a lot to 
love, the puzzles are still consistent 
and enjoyable and the Layton series as 
a whole is one of the most fleshed out 
and deep puzzle experiences in exis- 
tence. Although | hope her next 
adventure stands on its own a little 
more, Katrielle has proven herself 
worthy of the Layton name, and then 
some. — CHRIS 
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THE LEGO 


Go Ninja, Go Ninjago! 


NINJAGO MOVIE VIDEO GAME 


BEFORE CHECKING OUT The LEGO 
Ninjago Movie, | wasn’t very familiar with 
LEGO Ninjago at all. In fact, aside from a bit 
of "my nephew likes this" gift shopping, my 
only real exposure to it was, well, the 
trailer for The LEGO Ninjago Movie that ran 
before The LEGO Batman Movie. 

Fortunately, you don’t really have to be 
familiar with LEGO Ninjago to get into the 
movie, and just as fortunate is that the 
game based on said movie makes an 
equally good starting point for learning 
about the franchise. 

Before we get into what makes Ninjago 
different, it’s important to note that this is 
still indeed a LEGO game, and has most of 
the features you've either come to enjoy ог 
shrugged off long ago. You’ve got a mix of 
more linear missions and sandbox-style 
gameplay through a variety of environ- 
ments where you knock the block off of any 
LEGO foes who look at you the wrong way. 
That goes double for the LEGO-constructed 
environments, which you'll bash to pieces 
and rearrange in new configurations to 
allow yourself to progress. Two-player 
drop-in/drop-out functionality, multibuilds, 
tons of unlockable characters with different 
skills and even a character customizer - it’s 
all here, and then some. 

But how to describe LEGO Ninjago itself? 
It’s the story of a group of... it’s Power 
Rangers. LEGO Power Rangers, that’s what 
this basically is. It’s a different visual style 
and there are some small differences and 
distinctions, but at its core, someone could 
easily slap Ranger elements on and you’d 
have a new season premise ready to go. 

One common aspect is the ninjas’ use of 
mechs. They're pretty cool, especially іп the 
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film, but are sadly far 

too underutilized here 

for my tastes. That was 

pretty much their thing in 

the movie, and while you'll spend plenty of 
time getting one pair of ninjas or another 
to their mechs, things tend to transition at 
that point. Still, getting to fly around 
Panzer Dragoon-style with the Green 
Ninja’s serpentine dragon mech was fun 
while it lasted. 

As cool and fresh as it would have been 
to use the mechs more, most of the game 
takes place on the ground. The story 
follows the movie — even going so far as to 
splice in truncated clips from it for some of 
the cutscenes — but it’s definitely more of a 
companion than a replacement, zigging in 
its focus where the film might have zagged. 
Either one stands alone well enough, but 
neither presents a complete picture. 

That said, the ninja action here is pretty 
sweet, and somewhat distinct from other 
LEGO titles by offering you a greater variety 
of moves from the outset, with more 
learned along the way. You'll need to keep 
things mixed up as well, lest enemies catch 
on and defend themselves against your 
attempts to spam an attack. Plus, the more 
you vary it up and the higher you rack your 
combos, the more studs you’ll get for 
buying more stuff. 

Of course, for as much good as it carries 
over from past LEGO titles, it also carries 
over some of the bad. Sometimes figuring 
out what you need to do can be alittle 
obtuse, and the load times are brutal. 

Still, it is what it is. If you’ve sworn you'll 
never touch another LEGO game again for 
whatever reason, this probably won’t 
change your mind, but if you (or your kid) 
love playing LEGO games, then these ninjas 
are good to Ninja-go. - DAVID 
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Minecraft on the Move 


MINECRAFT: NEW NINTENDO 3DS EDITION 


MINECRAFT FOR THE 3DS was a long time coming. A really 
long time, actually - and I think the wait may have been too long. 

At this point we have the perfectly acceptable (if a little limited 
and now outdated) Wii U version and the mostly on-par (with the 
PC and Xbox versions) Switch port. If you’re a Nintendo fan and 
want to play Minecraft, you have options is what I’m saying. And 
with the reeling shift away from playing on just a home console or 
just a portable with the arrival of the hybrid Switch, there’s less of 
a reason to compromise than ever before. 

The biggest drawback of Minecraft on 3DS is the max world 
size: The maximum span for each universe is significantly smaller 
here than in pretty much every other version of the game, which 
is obviously a huge issue for anyone who’s spent literal weeks or 
months combing through a map and reaching the "ends of the 
Earth." It doesn’t help that the limitations of the 3DS screen (even 
with an XL) mean it doesn’t lend itself well to the reduced draw 
distance. Minecraft means different things to different people, but 
for me, it’s all about exploration — which is significantly hindered 
by the New 3DS hardware. Its biggest offense? The complete 
omission of multiplayer, which naturally won't allow it to connect 
to other versions when the new "Better Together" update hits. 

One bonus is the additional screen of the 3DS. It’s nice having 
that crafting menu there all the time, so you can focus entirely on 
roaming around without having to slowly pause, look at a boring 
menu and repeat a thousand times over in any given session. 

Don’t get me wrong, all these technical issues that spring up 
due to the inherent nature of playing on a portable aren't all bad 
— inthe end you're still getting a working edition of Minecraft, 
which is a pretty amazing thing to behold if you haven’t ever 
played it. The joy of building up a base, defending it from the 
attacks of monsters, grabbing enough obsidian to travel into a 
new dimension and tunneling underground to connect all your 
other bases with an elaborate transportation system is incredible. 

As someone who's played every version of Minecraft to date 
(including the segmented PC ecosystems), this New 3DS edition is 
the one I’m going to come back to the least — especially given 
that the more fully featured Switch release is also portable. Im 
kind of surprised it’s exclusive to the New 3DS given the 
world limitations, but if it’s your only option, at 
the very least you can experience this modern 
classic in some workable form. — CHRIS 
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Go Clımb а Tree! 


ЕТНАМ ODYSSEY V: BEYOND THE MYTH 


IT WAS A long time coming, but 
Etrian Odyssey V has finally made it to 
America and Europe more than a year 
after its Japanese debut. It got dicey 
for a minute there! ІЛІ be honest, | was 
getting pretty down about the likeli- 
hood of Atlus bringing over what was a 
long-awaited sequel for me. 

Way back at the beginning of NF 
Magazine's life (Issue #2), | reviewed 
Etrian Odyssey IV. It was my first expe- 
rience with the series and | loved it to 
pieces, giving it a 9/10 back then. It 
had а "something" that worked for me. 
A something about the story threads 
granted because of amorphous heroes 
that you created yourself. A something 
about the punishing difficulty and 
slow-paced progression. A something 
about the cartography elements. All 
those things coalesced nicely for me, 
and Etrian Odyssey IV was my gateway 
drug to the wide world of Etrian. Гуе 
devoured everything else Etrian- 
adjacent since then (save Persona Q) 
and have come to adore the series. 
Etrian Odyssey V is a game that’s 
topped my personal "most antici- 
pated" list for so long. 

That’s why it’s such a bummer that 
it’s just a sorta OK entry in the series. 
Etrian Odyssey V does a lot right, but 
coming after so many other 3DS 
entries, including IV and a pair of 
remakes, it’s not quite as engrossing. 
Especially early on, it’s far more of a 
slog than other recent entries. Once 
you make it out of the first few floors, 
it opens up a lot more and the pace 
quickens, but I never reached the high 
highs like in my personal two favorite 
entries in the series, Etrian Odyssey IV 
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and Etrian Odyssey 2 Untold. 

One of the key parts of why it falls 
short is the structure. Etrian Odyssey 
IV had an overworld map to explore in 
addition to its multi-level dungeons. In 
Etrian Odyssey V, you’re just exploring 
the central Yggdrasil tree. The climb 
has variety, as every few floors the 
style and theme changes, but it’s 
severely missing out on the freshness 
of the overworld that complemented 
the typical dungeon crawling so well. 
While the remakes were more in line 
with Etrian Odyssey V’s design, it feels 
a lot less interesting here since the 
remakes were, well, remakes, and they 
also added a wealth of story emphasis 
to boot. 

Etrian Odyssey V does have a 
somewhat focused story, all told with 
a surprising amount of voice acting. 
The dilemma with having a party of 
created characters is that the story 
can’t really involve your party in any 
specific way. Still, the tales in Etrian 
games rely a lot more on the story you 
create yourself by exploring and map- 
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making, and the voice acting and 
recurring characters help accentuate 
that. 

Despite my disappointment, a lot of 
new additions and tweaks make 
certain parts of the game better. While 
the map creation and exploration is 
very familiar, the addition of "scenar- 
ios" during your journey make for fun 
little choose-your-own-adventure 
elements, sometimes requiring memo- 
rization of past dialogue or just some 
goofy somewhat-random-outcome 
events that might hurt or heal your 
party while offering you some experi- 
ence, should you guess correctly. 

Character creation is also way 


Killing monsters, surviving traps, saving lives... 
now THOSE are cool scar stories! MY scars are 
all from getting scratched by my stupid cats... к 


deeper than in past entries. At the 
core, you can fill up your five-person 
party with a mix of four different races 
spread across 10 separate classes. The 
series’ staple skill tree is much easier 
to navigate, now only split into class 
and race pages instead of the multi- 
level advancement paths of the past. 
Some of the character artwork is a 
little on the risqué side, so if you're 
into those kinds of character designs, 
it’s nice to look at. If you’re not, you 
fortunately don’t have to spend a lot 
of time looking at your heroes since 
it’s a first-person combat system. 

While Etrian Odyssey V was still an 
enjoyable experience, it woefully falls 
short of the past heights of the series. 
Unless you’re absolutely champing at 
the bit for new Etrian, I’d recommend 
keeping an eye out for a sale on other 
3DS entries, namely Etrian Odyssey IV 
or 2 Untold. 

I’m glad this game made it over, but 
it’s not as special as I'd hoped. 
- NEAL 
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Designated Drivers 


BETWEEN THE 

VERDANT, rolling hills of Hyrule, 

the vast, snow-blanketed forests of 
Skyrim and the dizzying array of 
kingdoms in Super Mario Odyssey, the 
Nintendo Switch has become the 
perfect remedy for wanderlust. In less 
than 12 months, the console has 
amassed an impressive library of 
incredible open-world adventures. 
Xenoblade Chronicles 2, the newest 
epic from RPG experts Monolith Soft, 
is the latest such game to arrive for 
the hybrid system, and as the studio 
seems to so effortlessly do time and 
again, it’s one of the most breathtak- 
ingly beautiful adventures ona 
Nintendo console - if you're willing to 
meet it on its terms. 

Despite its numerical title, 
Xenoblade Chronicles 2 is actually the 
third installment in the burgeoning 
series, following the original Wii 
classic (which was subsequently re- 
released for the New 3DS) and the Wii 
U offshoot, Xenoblade Chronicles X. 
Unlike the latter game, which de- 
emphasized storytelling in favor of a 
more open-ended approach to pro- 
gression, Xenoblade Chronicles 2 
bears a much closer resemblance — 
aesthetically and thematically — to the 
original Xenoblade, even if it doesn’t 
directly pick up any of that title’s nar- 
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rative threads. As in the first game, 
humanity is confined to the backs of 
colossal beings known as Titans, which 
wander about the swirling Cloud Sea 
of Alrest. However, slowly and inexpli- 
cably, the Titans have begun dying off 
— and with the loss of every Titan, the 
amount of inhabitable land in Alrest 
gets smaller, leading to clashes over 
the world’s remaining resources. 

The story of Xenoblade Chronicles 2 
revolves around Rex, a young boy who 
lives atop his own smaller Titan, the 
grandfatherly Azurda. Rex ekes out a 
meager living as a salvager, diving into 
the depths of the Cloud Sea and 
selling any trinkets he discovers — and 
despite his age, he’s quickly becoming 
a salvager of some renown. Rex’s rep- 
utation leads to an enticing — albeit 
vague — job offer that ultimately intro- 
duces him to Pyra, the living embodi- 
ment of the Aegis, an ancient sword 
that is being sought by a shadowy 
group called Torna. 

Pyra, like many characters you 
encounter in Xenoblade Chronicles 2, 
is a Blade — a living weapon that is 
capable of fighting alongside a special 
kind of warrior called a Driver. Pyra’s 
origins and motives are unclear, but 
she’s searching for the fabled paradise 
of Elysium, which is said to rest within 
the World Tree that looms inaccessibly 
at the heart of Alrest. Rex agrees to 
take her there, and the two set out on 


XENOBLADE CHRONICLES 2 


a journey that takes them across the 
span of Alrest and ultimately becomes 
entwined with the fate of the entire 
world. 

From the outset, Xenoblade 
Chronicles 2 weaves a more focused 
tale than its Wii U predecessor, and 
those disappointed by the compara- 
tively slim plot of X will certainly find 
this Switch sequel much more compel- 
ling. However, this stronger emphasis 
on story comes with a few drawbacks, 
namely in terms of pacing. One of the 
consequences of Xenoblade Chronicles 
2’s more narrative-driven approach is 
that the game starts off much slower 
than either of its predecessors, both of 
which gave players the freedom to 
poke around and explore the world 


fairly early on in the adventure. Тпа 5 
certainly not the case in Xenoblade 
Chronicles 2; this game shepherds you 
through its first few areas, and 
depending on how leisurely you play, it 
could take upwards of three hours 
before you reach the game's first 
open-world Titan. 

Compounding the game’s pacing 
issues are its tutorials, which interrupt 
you frequently during the early 
portions of the game and serve as 
another blockade between you and 
the adventure. To be fair, it’s hard to 
see how this issue could’ve been 
avoided; like its predecessors, 
Xenoblade Chronicles 2 features a 
number of complex systems that need 
to be explained before the game can 
cut you loose, and for the most part 
the title does a serviceable job of 
acclimating you to its basics. Still, for 
all the tutorials it throws at you, there 
are many elements that they don’t 
adequately explain, so you'll still find 
yourself using guesswork to figure out 
some of its more obtuse mechanics. 

Once you manage to clear these 
initial hurdles, however, Xenoblade 
Chronicles 2 opens up considerably, 
rewarding your patience with the 
chance to explore some truly breath- 
taking environments. Even in a series 
renowned for its beautiful and imagi- 
native settings, Xenoblade Chronicles 
2’s locales are some of the most 
stunning in a video game. Each Titan 
in Alrest is home to a diverse array of 
flora and fauna, from the lush plains 
of Gormott to the ethereal haze and 
autumnal foliage of Uraya. As in the 
series’ previous titles, each environ- 
ment feels like a living ecosystem, 
thanks to the wide assortment of crea- 
tures you'll see grazing about. Level 
80 behemoths casually stomp about 
among lowly Bunnits, while named 
monsters — rare, more powerful 
variants that you'll occasionally 
encounter on your journey — roam 
the landscape with a defiant swagger, 


beckoning you to test your battle 
skills. Exploring has practical benefits 
as well; discovering new landmarks 
unlocks quick travel points, allowing 
you to jump back and forth around the 
map at will, even to areas on an 
entirely different Titan. 

It’s out in these fields where you'll 
also do most of your battling, and for- 
tunately, the combat system in 
Xenoblade Chronicles 2 is another one 
of the вате” strong suits. Veterans of 
the previous two titles will be immedi- 
ately familiar with the basics, as the 
combat system shares many funda- 
mental similarities with the ones in 
the original Xenoblade and X – only 
this time, certain elements have been 
streamlined to make it more accessi- 
ble than ever. As before, Rex will auto- 
attack enemies after they’ve been 
engaged, and each auto-attack he 
connects with further fills his Arts 
palette, allowing him to pull off more 
powerful attacks with a press of the 
corresponding button. Many Arts also 
have a secondary effect, like toppling 
an enemy, so your success in battle, 
particularly against tougher foes, 
depends on chaining together Arts for 
maximum effectiveness. 

An extra layer of depth comes from 
your Blades. Throughout the course of 
your journey, you'll acquire items 
called Core Crystals, which can be 
turned into new Blades via a process 
called Blade Resonance. This will occa- 
sionally yield one of the game’s special 
rare Blades, but more often than not 
you'll end up conjuring a common 
type. Regardless of what kind of Blade 
you summon, each will fall into one of 
three classes: Attacker, Healer or 
Tank. They’ll also have a different ele- 
mental affinity, which in turn alters 
the kinds of Arts at your disposal. You 
can equip up to three Blades to each 
of your party members, and the com- 
binations you assign will determine 
that character’s role in battle. It’s а 
highly customizable system that 
affords a lot of freedom and flexibility 


to how you approach battles. 

Each Blade also has a skill tree that 
can be further powered up, with the 
sole exception of Poppi, an artificial 
Blade created by your companion 
Tora. Poppi is the only Blade that Tora 
can equip, and she can be modified 
into different classes with the parts 
you acquire from Tiger! Tiger!, a retro- 
style minigame you can play any time 
you return to Tora’s home. Tiger! 
Tiger! itself is a fun, if rudimentary, 
diversion from the main game, but the 
items you can earn from it make it 
worth devoting some time to. 

I’ve only barely scratched the 
surface of what Xenoblade Chronicles 
2 has to offer, so it’s still too early for 
me to assign it a score. l'Il continue my 
journey across Alrest and deliver a 
final verdict next issue! So far, though, 
the game has been a joy to play. With 
a beautiful setting, likeable cast and 
compelling storyline, | can’t wait to 
see where the journey takes me next! 
— KEVIN K. 


Razzlydazzly 


Like, use this one and powers said to 
increase for limited time! 


SECOND OPINION 
IRRITATING ITALICS 


SOMETHING IS WRONG with the font. 
Yes, Xenoblade Chronicles 2 is an epic adventure, blessed with an 
all-new array of massive landscapes begging to be explored. It’s huge. | 
should be thrilled, as my love of such wide-open worlds has been well 

documented in these pages in the past. 

And yet, something’s wrong with the font. | can’t appreciate the 
scope and grandeur of everything here when my mind моп let me get 
past this one small but persistent problem. 

It’s some error in the italics. Like Breath of the Wild before it, 
Xenoblade Chronicles 2 presents all of its in-game text with a slight bit 
of aslant. It’s a fine stylistic choice — when it works. In Hyrule it did. In 
Alrest it doesn’t. 

It’s like some of the letters are angled to the same degree and look 
fine together, and others are angled at a slightly different degree and 
so run up against the ones next to them... anyway, I’m irritated about 
it. (Clearly.) | love the Xenoblade games, and for something so seem- 
ingly silly to be stealing the joy of a fresh sequel is truly annoying. 

That said, my disgust over the вате” typography isn’t my only com- 
plaint here. I’m also a bit put off that the combat seems so hands-off 
this time around. 

Literally so. Unlike the first two Xenoblade Chronicles games, this 
sequel doesn’t let your characters continue auto-attacking enemies 
while on the move. That means you're encouraged to move your hero 
into position and then leave him there, standing still, so he can wail 
against the nearest foe until they collapse. More complicated battles 
demand focused attention, careful use of Arts and coordinating with 
your allies, sure... but when you're just out grinding against low-level 
foes for XP or item drops, it’s just as well to initiate a fight and then set 
the controller down. 

So | did! And | made a sandwich. And | sat and ate my sandwich 
while the game basically played itself. 

| suppose | could have done the same thing in Xenoblade Chronicles 
and Xenoblade Chronicles X, but since auto-attacking continues even 
while you’re moving in those games, | always wanted to keep moving to 
flank foes or get behind them for the famous Back Slash. How many 
sandwiches did | miss out on, years ago? 

My play time with XC2 has only just begun, but here’s hoping I can 
get past my early issues and really enjoy this adventure. - LUCAS 
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The Surf’s Still Up 


А YEAR AFTER our first journey to 
the Alola Region, we’re making a 
return trip, courtesy of Pok&mon Ultra 
Sun. It and Ultra Moon are the first 
"Director’s Cut" versions of the core 
games since Generation IV’s Pokemon 
Platinum on the original Nintendo DS, 
and it’s hard to believe that the 
release date gap between versions has 
shrunk so much since then. It’s got the 
changes to the formula and world 
we’ve come to expect for a "third 
version," even after the hallmarks of 
the franchise got completely reworked 
from the ground up for Sun & Moon. 
Alola looks, feels and sounds more like 
an island paradise, characters that 
were left waiting in the wings of the 
original games get their turn under 
the spotlight and there’s even some 
brand-new places to explore, to boot 
— like the electrifyingly adorable 
Pikachu Valley! 

The biggest change you'll notice 
right off the bat is the reshuffling of 
the Pokédex, which now features a lot 
more catchable Pokemon from 
previous generations, as well as a few 
new version-exclusive Ultra Beasts and 
enhanced Z-Moves for some of Alola’s 
more iconic Pokemon, such as 
Mimikyu. (Speaking of battles, there’s 
still a pronounced framerate drop 
when in a Double Battle, and that’s 
even with playing on the New 
Nintendo 3DS.) The Rotom Dex also 
got an upgrade - it grants buffs like 
the O-Powers from Generation VI that 
are usable both in and out of battle, 
but also likes to ask you silly questions 
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and butts in with unsolicited advice 
every so often. My favorite new 
feature is an alert that tells you when 
you’re seeing a Pokemon not yet in 
one of the Island Pokedexes out in the 
field, which is а welcome change that | 
hope stays in future generations. 

Ultra Sun’s main story is still fairly 
linear, but there are some new chal- 
lenges and minigames sprinkled about 
between cities and towns to freshen 
up the experience (my favorite being a 
certain crimefighting sidequest you 
can partake in right before Konikoni 
City — especially the ending). | enjoyed 
playing Mantine Surf to earn Battle 
Points while traveling between the 

islands, but didn’t do 
much with the Alola 


You arrived at a warp hole that was 
1,463 light-years away from where you were. = 


Photo Club, which would be a lot more 
fun if Miiverse were still operational. 
There’s also a minigame that makes 
use of the 3DS’ somewhat neglected 
motion sensor, which is reminiscent of 
the Pokemon Dream Radar that was 
released alongside Black 2 & White 2. 
Many of the trials were revamped with 
new opponents and tasks as well, such 
as puzzles and minigames, and there 
are also some new battle-specific 
features, such as the Festival Plaza’s 
Battle Agency. Overall, the differences 
between Sun & Ultra Sun’s stories are 
subtle up to a point, which makes it a 
little tedious to go through the entire 
Island Challenge all over again while 
it’s still fairly fresh in your mind. 

That point is the big showdown at 
Aether Paradise, which is where | 
thought the main story had its biggest 
misstep. In the originals, the main 
villain has a clear and selfish aim to 

use Ultra Space for their own 
benefit, out of their mis- 
guided love for Рокетоп- 
kind. In Ultra Sun, though, 
that same person is at- 
tempting to save Alola 
from the wrath of 
version mascot 
Necrozma — but 


there’s still a cutscene taking place in 
what | would describe as a "trophy 
room" that seems completely out of 
context — even more so if you’ve 
played the original. The postgame 
story, Episode RR, is golden — the 
leaders of the villainous teams from 
all six previous generations have 
formed the Pokemon franchise’s 
version of the Legion of Doom, despite 
their collective weakness to prepubes- 
cent Pokémon Trainers. As much as | 
hated the characters from Sun & 
Moon's postgame sequence being 
reduced to cameo appearances, 
Episode RR was worth the struggle to 
get to and clear. 

Ultra Sun is an improvement over 
the original, although | thought the 
very narrow gap between releases 
(only a year compared to previous 
follow-ups) worked against it. Still, it’s 
a great way for the Pokemon franchise 
on the DS family to go out with a bang, 
and to prepare us for what’s to come 
when the Pokémon franchise moves to 
the Nintendo Switch. It can only get 
better from here — come see what's 
new under the sun! — REBECCA 


There's So Much to Do! 
POKEMON ULTRA MOON 


POKEMON ULTRA MOON is at its 
heart a slightly different retelling of 
the original Pokemon Moon, like past 
"third version" games Pokemon 
Emerald and Pokémon Platinum. The 
focus here is on the mysterious leg- 
endary Pokémon Necrozma - and its 
effect on both the Alola Region and its 
own home dimension, found within 
Ultra Space. Because of this, a pair of 
new characters called the Ultra Recon 
Squad arrive to help stop Necrozma. 
Other than that, you’ll feel very much 
at home if you’ve played either of the 
two previous Alola Region games 
before. But there are several additions 
and changes throughout, and most are 
for the better. 

For starters, there’s been a 
gorgeous upgrade to the graphical 
presentation of nearly every aspect of 
the game. The routes are more alive 
with additional flowers, plants and 
other vegetation; the cities are simi- 
larly more detailed, and the nighttime 
sky is just a sight to behold. Music has 
improved in certain places and new 
animations have been added nearly 
everywhere. Everything is just so lush 
now, and a wonder to behold! 

As | went deeper into the game, 


one thing | quickly found out is that 
there is a metric ton of new stuff to 
do! Between fun new minigames like 
Mantine Surfing, completing the 
numerous sidequests, exploring Ultra 
Wormholes, competing at the Battle 
Agency and getting creative with the 
Alola Photo Club, you certainly won't 
be hurting for something to do here! 
This doesn’t even include the normal 
goals of completing the Pokédex, 
defending your Championship title or 
conquering the Battle Tree. Oh — and 
finding all the Totem Stickers, which 
allow you to obtain Totem-sized 
Pokémon! SO MUCH to do! 

One of the most obvious expanded 
features is the adorable little 
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Receive my Z-Powered friendship support! Zzz-zzt! 


sentient machine, Rotom Dex. You’re 
now able to interact with it by answer- 
ing questions and playing a new 
minigame called "Roto Loto" which 
grants abilities similar to X & Y’s O- 
Powers. Honestly, I’m a little torn on 
the upgraded version of our little 
buddy: While | do like the new Roto 
Loto ability, | don’t enjoy the process 
of interacting with it every few 
minutes. Activating the Roto Loto 
brings the game to a halt, as it finishes 
its activity instead of working concur- 
rently with the top screen’s action as 
the Rotom Dex did in the previous 
installment. This breaks up the action 
unnecessarily and blocks the map at 
inopportune times. 

While the story does follow what 
came before in the previous version of 
the game, there are some surprises, 
and they’re quite nice: different trials 
to complete and Totem Pokémon to 
battle, trainers with recovery items 
earlier than usual in the game, 

expanded storyline tidbits relayed 
through the people you meet, sur- 
prises in the Elite Four and a re- 
tooled and much-improved 
Victory Road. 
"т also quite 
enjoying the newly 


expanded roster of available Pokemon 
(Octillery and Manectric fans, rejoice!). 
Overleveling is still a bit of a problem 
due to the Experience Share item, but 
a wider variety of Pokemon means | 
get to swap them out regularly and 
still raise them all evenly. The Island 
Scan option has been expanded with 
more choices this time around, includ- 
ing four more generations of starters 
to choose from! 

My favorite new addition is the 
ability to ride through Ultra 
Wormholes to search for all sorts of 
Pokemon in space, including Ultra 
Beasts, Legendary Pokemon and the 
super-rare Shiny Pokemon. All worm- 
holes are color-coded, with specific 
Pokemon being available in each, but 
the selection is random in each 
encounter. This goes for Legendaries 
too: Several are available in each type 
of wormhole, but because of the 
random aspect, you can’t hunt for a 
specific one. Only one of each species 
of Legendary is available per game, 
but you can catch as many Ultra 
Beasts as you can handle. The farther 
you go into the Ultra Wormhole, the 
better chance you have of getting rare 
Pokemon, so get flying! Also, | recom- 
mend changing the control scheme to 
the Circle Pad, because the motion 
controls you're initially saddled with 
аге... unpleasant. 

I’m enjoying Pokémon Ultra Moon 
immensely. If you don’t have Pokémon 
Sun or Moon, this is the version to get! 
And if you do already have them, 
there’s still plenty here to enjoy. The 
sheer amount of new content found 
within make this more than worth a 
purchase. 

Oh, and once you beat the Elite 

Four, you'll really see what all 
the excitement is about in the 
postgame Episode RR! – THOR 
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ASK THE 
FORCE 


WHICH FAMILY- 
FRIENDLY FRANCHISE 
WOULD YOU LOVE/ 
HATE TO SEE GIVEN A 
“MATURE” ENTRY? 


As Conker’s Bad Fur Day 
and Gremlins have proved, 
cuteness can го off the 
rails still and end up 
working out. Га take a 
mature Star Fox, with 
some more intense drama! 


JONATHAN 
Fatalities in Smash Bros. 


DAVID 
Сап | go the other way and 
say I'd love to see ап 
E-rated Mortal Kombat 
with squash-and-stretch 
cartoon physics and wild 
takes? Wait, that sounds a 
lot like the 905... never 
mind. Anyway, hands off 
of Balloon Fight unless you 
want to see some real 
M-rated content. 


REBECCA 
Could Nintendo turn Super 
Mario Odyssey’s Metro 
Kingdom into a new 
setting for Grand Theft 
Auto? It worked for The 
Simpsons. 


ARLO 
Luigi is drawn to another 
cartoonish mansion, only 
to find himself in an 
intense, gory psycho- 
logical horror house filled 
with Silent Hill-type 
monsters. Nintendo 
shows off their new facial 
animation software to 
truly capture Luigi’s terror 
like never before! 


The Cream of the Cro 


MARIO PARTY: THE TOP 100 


MARIO PARTY HAS gone through 
many changes these last few years. On 
the console side, developer NDCube has 
made the experience an underwhelm- 
ing one for me — "the car" doesn’t 
embrace the competitive nature of 
these games, which is why І play them 
in the first place. On the flip side, 
however, Mario Party: Star Rush was 
surprisingly well put together. 
Considering that success, NDCube saw 
fit to reuse Star Rush’s engine and 
remake 100 classic minigames in that 
style on the Nintendo 3DS. 

Гат very happy to see 100 mini- 
games so expertly transformed for a 
new era. Many of my absolute favorites 
are in this package, which is a huge 
plus in my book. A good example is the 
Mario Party 5 minigame Heat Stroke, 
which sees one player hitting the floor 
out from under the others with a 
hammer. You can really fake out the 
group of three and that makes it one 
intense battle! | could list like 20 more 
of them, but the fact of the matter is 
that | simply don’t have the room to 
gush. The minigame selection is abso- 
lutely fine, with some even using the 
Nintendo 3DS’ unique capabilities. 

Where it falls apart a bit is that some 
minigames need to be unlocked 
through a mode called Minigame 
Island. This is a single-player mode in 
which you travel on a very linear board. 
Every space on this board is a mini- 
game that you have to beat before you 
can carry on. This drags on for much 
longer than | would like, but for a 
singular run, you could do a whole lot 
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worse. For the most part, you’re simply 
going through the motions, mind you. 
The other modes present are simply 
ways to play more of the minigames. 
Championship Battles and Decathlon 
see you tackling a bunch of games to 
become the very best. The only true 
board in this collection (which is 
remarkable in its own right) is found in 
Minigame Match. Just like Star Rush, 
you pop minigame balloons to start the 
minigames and earn coins. Your goal is 
to net yourself the Star Balloons and 
pay for them with your earned money. 
The problem? Unlike Star Rush, it 
features only one map design — and it 
isn’t even all that well put together. The 
locations of objects don’t change to 
make brand-new games exciting all 
over again, which is а major shame. 
Mario Party: The Top 100 has its 
joyous moments, but it can’t top 20165 
Star Rush. That game offered more 
modes, a grander style and more ways 
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ways to experience minigames. Even 
Тор 100% single-player component is 
just decent and does nothing to 
advance the point of the game. The 100 
minigames are really fun and deserve 
to be played, but you need to take a lot 
under consideration. 

And while that’s a fine place to end 
the evaluation of this 3DS product, it’s 
worth mentioning anew how unfortu- 
nate it is that this is а 305 product at 
all! This was surely a game put into 
Nintendo’s production pipeline well 
before the company knew how the 
Switch would take off like a rocket, but 
since it has, it seems like such a shame 
that these 100 remade minigames are 
shut out from it. Being able to play with 
а couch full of friends on a TV screen 
with Joy-Cons in hand would have made 
this same package seem so much more 
fun! Here’s hoping for the announce- 
ment of a Switch 
sequel in the Mario 
Party series soon, 
because it just 
makes too much 
sense not to do! 

- DAAN 


SONIC THE НЕОСЕНОС 5 "boost" 
gameplay is sometimes likened to a 
rollercoaster, and the analogy is a fas- 
cinating one when it comes to Sonic 
Forces, as the game itself seems to 
feature numerous ebbs and flows 
throughout; for every up, there’s a 
down, but then another up comes, and 
so on. So many, in fact, | can’t even list 
them all here — my notes alone make 
up most of this review’s word count, 
and that’s before even adding my own 
thoughts! 

Breaking it down, Sonic Forces 
features three or four main gametypes 
(depending on how you look at it) with 
a campaign that takes only a mere 
handful of hours to beat, though there 
is supplemental material to add replay 
value. The first three are Modern 
Sonic’s boost gameplay, Classic Sonic’s 
sidescrolling platforming and the 
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Sonic and Sonic and You 


sequences starring your custom 
Avatar, who uses one of a variety of 
Wispons (Wisp + Weapon) and a wrist- 
mounted grappling hook gun to fend 
off foes and maneuver through levels. 
Cleverly, the Avatar plays much like 
Modern Sonic without a boost, and the 
Wispon is mapped to the right 
shoulder button. This is what makes 
the fourth play style work, wherein 
you control both Modern Sonic and 
your Avatar at the same time, using 
both of their abilities as needed in 
tandem. Unfortunately, Modern and 
the Avatar’s playstyle is hampered 
whenever you go into straight side- 
scrolling, as the way the duo shifts 
from either too slow to too fast makes 
precise platforming a severe chore. 
This is balanced out somewhat by 
Classic Sonic, who plays like a poor 
imitation of the version seen in Sonic 
Mania, or even in Sonic Generations. 
He has the Drop Dash introduced in 


Mania, but feels altogether heavier, 
and momentum is nonexistent — he'll 
run straight down an enormous slope, 
yet struggle just to make it to the top 
of the much smaller one in front of 
him, at which point you’re prompted 
to use the Spin Dash. Sonic Team 
should feel embarrassed, especially so 
soon after Mania showed everyone 
how to do Classic Sonic right. 

And yet, once you get used to it, | 
found Classic Sonic to be the prefera- 
ble sidescrolling action featured in the 
game. Compared to some of the flat- 
out rubbish served up in the other 
style (the third chapter of the free 
launch DLC "Episode Shadow" had 
some especially grating moments), | 
found it by far my preferred way to 
play when things took a side-on view. 

But even so, Classic Sonic himself is 
almost entirely superfluous to the 
game, almost as though the develop- 
ers were forced to include him. Even 
the story can barely justify his reason 
for being there, outside of this being a 
follow-up/tie-in to Sonic Mania. In 
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fact, the shared element of both 
stories — the Phantom Ruby - feels 
just as inconsistent between both 
games as Classic Sonic himself. 

The rest of the story involves 
Eggman using this new discovery to 
help defeat Sonic and subsequently 
conquer most of the planet. There’s a 
certain dark aura to it, at least at first, 
with Knuckles describing war in a 
somber tone amidst talk of Sonic 
being tortured and Tails "losing it." 
Beyond that, though, Forces doesn’t 
really approach the level of flirtation 
with а more mature rating that 20055 
Shadow the Hedgehog game before it 
did, ultimately coming off about on 
par with something from the DiC 
Saturday morning "SatAM" show or 
the Archie comic. 

On the face of it, Sonic Forces is 
really not a terrible game, but nor is it 
a great one. Much like its own roller- 
coaster-style gameplay, it has its ups 
and its downs, but is ultimately a lot of 
fun. Тһеге stuff in the game | don’t 
like, but it’s also in a constant 
argument in my head with the stuff | 
do, and | can’t stop thinking about the 
game either way. On some sort of 
technical, fundamental level, it feels 
like so much of it shouldn’t work, and 
yet | somehow find I’m enjoying myself 
whenever I play in spite of that. For 
the most part, it’s not a bad game, but 
after four or so years, it just feels like 
it ought to be better. Still, it’s a fun 
time, and that’s the point of these 
games, is it not? — DAVID 
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Inthe 


COMPANIES ARE SCRAMBLING to 
support the Switch now that it’s a Ме 
hit, but Take-Two was ready right from 
he start. The company came out guns 
blazing with NBA 2K18; WWE 2K18 is 
hitting stores as we're finishing this 
issue. That’s not all the company has 
о offer, though! They’ve come out 
with a Rockstar Games/Team Bondi 
itle, L.A. Noire. The game originally 
aunched all the way back in 2011 for 
PS3 and 360, and now а revamped 
version has appeared on today’s plat- 
orms. 

For those who purchased the game 
back when it debuted, is there enough 
content here to warrant a double dip? 
51.А. Noire worth a look for newcom- 
ers who didn’t dabble with the game 
years ago? While it might be slightly 
tougher to recommend for those who 
already own another version, there’s 
plenty of reason for first-timers to give 
this unique game a shot. 

L.A. Noire takes you back to the 
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ame of the Law 


year 1947 and puts you into the role of 
Los Angeles Police Department officer 
Cole Phelps. Your job is to play as Cole 
and take him through the ranks of the 
LAPD, moving from beat cop to full-on 
crime scene detective. Along the way 
you'll meet a cast of fun, gritty and 
engaging characters, some of whom 
are dead set on making your joba 
tough one. You'll also have to deal 
with Cole’s inner demons, which stem 
from the time he spent in the military 
during World War Il. 

L.A. Noire has a lot in common with 
point-and-click adventures from times 
gone by - Шеге a lot of hunting 
around crime scenes to find clues, 
talking with characters to get key info 
and choosing from dialogue options 
during tense interrogation scenes. You 
can think of the game as a giant logic 
puzzle, and you’ll have to use your 
own detective senses along the way to 
piece things together. There are a few 
moments with more traditional game 
mechanics like driving and firefights, 
but by and large, you’re out to solve 
mysteries with a heaping helping of 
brainpower. 

One element of the game revamped 


for this Switch release pops up during 
the interrogation scenes. Back in the 
2011 release, when you had a suspect 
down at the office, you could react to 
their testimonials in one of three 
ways: Truth, Doubt or Lie. These 
choices left a lot of room for interpre- 
tation, and sometimes you’d make a 
pick, only to see Cole’s reaction vary 
wildly from what you were expecting. 
The Switch version has swapped out 
the older choices for three new ones: 
Good Cop, Bad Cop and Accuse. These 
choices certainly give you a better 
idea of what Cole is going to fire back 
with during interrogations, but you’re 
still left wondering how exactly he’ll 
present details. The system works and 
the change is a welcome one, but 
you'll still happen upon moments 
when Cole’s choice of words don’t 
exactly match up with how you were 
looking to present things. 

Another big change specific to the 
Switch version comes from motion 
controls and HD Rumble. L.A. Noire 
has you examining a lot of items in 
crime scenes — now you can pick these 
objects up and manipulate them in 
your hand simply by moving the Joy- 


Con around. This is a much more intui- 
tive and engaging way to examine 
items, and helps tie you more to the 
in-game actions. You can also use 
motion controls for things like camera 
control while driving, but these imple- 
mentations are a bit hit-and-miss. At 
least you always have traditional 
controls to fall back on, and the added 
HD Rumble helps deepen the experi- 
ence. 

Even all these years later, L.A. 
Noire is still an interesting and distinc- 
tive experience. You won't find a game 
exactly like it anywhere else. The 
graphics hold up fairly well, with the 
tech used to capture the actors’ faces 
during their performances making for 
some truly realistic mannerisms. The 
core detective gameplay is quite inter- 
esting from start to finish, and 
moments when cases come together 
and you solve a mystery make you feel 
like the smartest person on the 
planet. L.A. Noire does a great job of 
immersing you in the storyline and 
experience, which is an area where a 
lot of games fail. 

L.A. Noire is a very welcome 
addition to the Switch’s ever-growing 
library. As long as you’re down for a 
one-of-a-kind experience with a few 
technical hiccups here and there, you 
should come away quite pleased. 

- KEVIN С. 


Revelations Revisited 


RESIDENT EVIL USED to be the defining 
series of Survival Horror, inspiring the 
creation of Luigi’s Mansion, Eternal 
Darkness and countless others. Mixing 
B-Grade horror tropes, third-person 
shooter action, impossible video game 
logic, bizarre storylines and intense chal- 
lenges, the franchise was a huge name for a 
long time, gathering millions of fans and 
eventually spawning its own successful film 
franchise. In recent years, a lot of that has 
changed. The series is not always third- 
person or horror anymore, and it’s not #1 
anymore either — sometimes leaving it to 
scramble to stay alive. 

That’s where the Revelations games 
come in — they were created with the 
explicit purpose of bringing back lapsed 
fans who thought the series had lost its 
way. The first was initially a 3DS exclusive, 
combining the pacing and claustrophobia of 
RE1 with the gameplay of RE4, while adding 
new mechanics like underwater swimming 
and a Metroid Prime-style object scanner. 
It’s also the last game in the series with 
infected victims that seem truly tortured — 
some of the creatures here convey genuine 
emotional pain, half-remembering the 
people they once were before they were 
transformed as they attack. That’s espe- 
cially true of Rachel, the рате” scariest 
boss. Her trauma and sexuality are deeply 
intertwined, making for a character who 
elicits both sympathy and revulsion simul- 
taneously. 

Revelations 2 has little to do with the 
first title, at least in terms of story. Instead, 
it takes some of the themes from Resident 
Evil 2 and mixes them with the cooperative- 
focused, fast-action design of Resident Evil 
5. It also has some darn strange writing, 
with lines like "We are the unflinching mop 
that sops up the evils." and "Run my little 
hairball! Spin those wheels!". It feels a lot 
like the unintentionally funny dialogue 
from the first game, but this time, the 
comedy might be deliberate. If so, it 
wouldn’t be the only knowing callback to 


CAPCOM 


the original Resident Evil. (Not to give it 
away, but fans of both the surface level 
charms and the underlying lore of the 
series will have plenty to chew on here.) 

Neither game ever quite reaches mas- 
terpiece status, though they sometimes 
come close. Revelations 1 was created 
under the technical limitations inherent to 
the 3DS, and while visual fidelity has been 
greatly improved for this HD port, the 
underlying structure of the game is the 
same. Most bosses are relatively small and 
there are rarely more than a few enemies 
on-screen at once. It also gets a touch 
repetitive — every chapter of the main 
story takes place on the same ship at sea, 
and while various cutaways occasionally 
take you to different locations, things still 
start to feel stale toward the end. 

On the other hand, Revelations 2 looks 
dated at times and often feels overstuffed. 
The scanner from the first game is gone 
and replaced with tons of other mechanics, 
requiring frequent character switching in 
single-player mode. There’s an item-finding 
flashlight, psychic zombie-sensing powers, 
crowbar lock picking, rabbit hunting bits, 
bio-organic toxic landmine defusing (?) and 
more. It’s a lot to learn, and not all of it is 
well explained. 

Still, both games come with a bargain 
bin pricetag, robust and replayable online 
modes, new optional motion and touch 
controls and all their prior DLC already 
packed in. Revelations 2 even has a new 
Switch-exclusive minigame that’s basically 
a Resident Evil remake of the first stage of 
Ghosts ’n Goblins! 

Thanks to Nintendo’s latest console, evil 
can now reside anywhere! — JONATHAN 
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THIS GAME IS 
a joy — it’s a love letter to old-school 2D platformers that | never 
wanted to stop reading! | actually had the pleasure of meeting its 
creator, Michael Stearns, at a Nicalis event in San Francisco a 
couple of years back. At the time, Nintendo seemed to be on the 
decline and Nicalis wasn’t quite prepared to bring the game to the 
then-unknown quantity that was "NX." Speaking with Stearns, | 
was very vocal about what a great fit Tiny Barbarian would be on 
a Nintendo console, so it was with much surprise and enthusiasm 
that | met the news of its arrival on Switch. 
iny Barbarian DX is split into four multi-segmented episodes. 
Each episode is robust enough to stand on its own as an individual 
(albeit short) game, but combined this really feels like a full- 
fledged epic. There are different areas within every episode to 
explore, with each culminating in a stunning boss fight. The game 
delivers its story through little scenes in-game and the occasional 
aside, offering a quaint narrative that adds just the right amount 
of extra zest to the action. 
he gameplay revolves around sword-swinging and platform- 
ing, with a raucous elbow drop that would be right at home in a 
wrestling match. Perhaps most important is the ability at any time 
to have our resident barbarian stop and pose, showing off his 
bod! As carefree as that may sound, when the action kicks up in 
Tiny Barbarian DX, it goes to an 11. This game is tough. Old-school, 
die-repeatedly tough. It’s fair, however, with visible patterns and 
cues for those who are willing to accept the challenge and learn 
when they get stuck. 

I died many times over the course of Tiny Barbarian DX’s 
roughly seven-hour campaign, but the variety of foes and environ- 
ments kept me coming back for more. Thankfully, a liberal save 
system meant that with every new area entered I’d reached a 
fresh checkpoint to start back at with each death. Throw in the 
fact that there are no lives to speak of and a quick return to 
gameplay means players aren't sitting around twiddling their 
thumbs and incessantly replaying massive chunks of each episode 
over and over. This all balances out Tiny Barbarian ОХ" difficulty 
perfectly and makes it much more approachable. 

Tiny Barbarian DX’s simplistic art style belies some truly 
impressive visuals. The aesthetic calls back to old 8-bit titles, but 
the reality is the smooth animations, vivid colors and tightly 
packed pixels would never have been possible on the hardware of 
yore. Stearns managed to stuff a ton of detail and nuance into the 
graphics, making traversing every episode a visual treat. Mean- 
while, Jeff Bell handled the soundtrack, which is a wonderful 
menagerie of chiptunes. 

It can be easy to lose track of smaller releases like Tiny 
Barbarian ОХ, but do yourself a favor and make sure that doesn’t 
happen here. It’s a shorter game, yes, but it’s by no 
means skimpy. There’s plenty to do and secrets 
to find, and the astounding level of polish is 
something to behold! — ROBERT 


NICALIS 
STARQUAIL E10+ 


JANUARY/FEBRUARY 2018 37: 


A Truly Cap-tivating Adventure! 


IHAVE BECOME a 
Tyrannosaurus. 

And a living tank. A body-stretching 
caterpillar, 100. And some kind of 
turnip thing with 30-foot legs! Mario’s 
grandest adventure yet is spent in 
large part playing not as Mario, but 
rather as all the different creatures 
and objects he can possess with the 
help of his body-snatching magical hat 
pal, Cappy. And it feels good to be able 
to walk a mile literally in a Goomba’s 
shoes! 

If you read the last issue of NF 
Magazine, you'll remember that | 
began my review of Super Mario 
Odyssey there, but left it scoreless so 
that | could come back this time and 
complete the evaluation here. | simply 
hadn't played enough of the game by 
the time our deadline came around 
last time! Now, though, I’ve seen the 
credits roll. I’ve played beyond the end 
and into the considerable postgame 
content. I’ve played beyond even what 
seems to be the final place you visit 
and on to the final final place too! 
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And let me tell you, if you didn’t 
already know: This is one truly 
massive Mario experience. Filled with 
sights to see! Treasures to collect. But, 
most of all, creatures to capture. 

| wanted to kick things off here with 
an expression of my appreciation for 
Odyssey’s capture mechanic, because 
it’s just such a joy to look back on now 
that I’ve come to the end of this long 
quest. Nintendo did a wonderful job in 
making Mario himself the most fluid 
and fun he’s ever been as a playable 
character in this game — but they 
didn’t stop there. They essentially 
added dozens more playable charac- 
ters to the game too, taking the time 
to carefully tweak and balance the feel 
of each one. Even the ones that only 
appear in one or two places in the 
whole adventure! You toss your cap on 
them, Mario leaps into their skin and it 
all just works perfectly smoothly every 
single time. It all just flows. 

You'll have to master each different 
shapeshifted form, too, if you want to 
claim all of the 999 scattered Power 
Moons. 999! | had no idea there would 
be so many of them when | first got 


started here, and it’s still insane to me 
that there are more Moons to claim 
here than there were Korok Seeds to 
find in Breath of the Wild. And there’s 
so much more to do to earn them! Not 
just picking up a rock or shooting a 
balloon out of the sky. Mario’s tasks 
are complex, involved and interesting. 
... Well, most of the time. One of 
the things | wasn’t so thrilled by in 
Odyssey was how seemingly unevenly 
the Power Moons are distributed. You 
might earn one for skillfully overcom- 
ing a platforming challenge that takes 
you 30 minutes of failed attempts to 
finally master and complete... and 
then you might earn another for 
simply finding a glowing spot of dirt 
and slamming Mario’s rear end into it 
with a ground pound. Shouldn’t the 
tougher tasks award greater rewards? 
That’s what | thought was a failing 
of the design at first — but then my 
son Carter wanted to start up his own 
save file. | didn’t think he’d be able to 
handle the whole adventure himself, 
as he’s barely six years old and surely 
wouldn’t be able to clear the most 


complex challenges without help. But 
you know what? He didn’t have to! 
Since Nintendo peppered in so many 
easy-to-grab Power Moons throughout 
the whole game, Carter was able to 
play through the entire storyline with 
very minimal assistance from me, and 
he loved it. A game designed in sucha 
way that both a 36-year-old and a 6- 
year-old can enjoy it in equal 
measure? That’s definitely worth 
noting. 

One of my reservations about the 
game being able to connect with 
Carter was the control scheme, and 
particularly the controls for tossing 
Cappy around. In last issue’s review-in- 
progress, | lamented Nintendo’s 
decision to put so much emphasis on 
motion controls for throwing Cappy 
around, wishing | could just retreat 
back to my comfortable Pro Controller. 
Well, | did that. | stopped trying to get 
a handle on the extra vertical toss and 
spinning-on-the-ground hat throw that 
were mapped to motions and just 
stuck with the standard forward cap 
throw. And that worked perfectly well! 


You don’t actually 
need to use the Joy- 
Con controllers at all 


here to get the full experi- 


ence. I’m sure they’re indis- 
pensable for the speedrunning 
community, as those players need 
to have access to every available tech- 
nique to shave seconds off their times 
here and there. But the vast majority 
of players will do just fine ignoring 
anything other than the Y Button 
when it comes to Cappy. 

Next, let’s talk Kingdoms. | men- 
tioned last time that | liked the visual 
variety of having so many different 
lands designed with so many different 
styles... but now I’m not quite so 
sure about that, having seen them all 
and finished the game. There’s such a 
huge difference between some lands 
and others that it can feel like you’re 
playing a totally different game from 
one moment to the next! | wish there 
were more cohesiveness to the whole 
presentation. 

Take Super Mario Sunshine. In that 
game, every area you visited was 

distinct, but all were a part of Isle 
Delfino — you could even often 
look into the distance from one 
zone and see another area’s 
recognizable landmarks looming 
in the background. It had a real 
sense of place. Odyssey, though is 
all over the map. Literally! You 
launch from land to land and there’s 
no connection between them beyond 
your magical airship. It’s odd. 

But my biggest complaint about the 
Kingdoms in Super Mario Odyssey is 
the lack of surprise surrounding them. 
It felt easy to predict, from the first 
moments with the game, exactly 
where the story would end up — even 
what would lie beyond the credits. 


It all felt far too strongly foreshad- 
owed, and | wish there had been some 
real swerve or unexpected detour 
along the way. There was probably 
only one moment through the whole 
game that genuinely caught me off- 
guard, and that’s far too few for 
someone who loves to be delighted by 
the unknown and unexpected! 

Most of that problem, though, is 
not the fault of the game itself — 
rather it’s the way Nintendo marketed 
it, showing off way too much of its 
content ahead of its release. When 
they were showing off so many differ- 
ent Kingdoms at last year’s E3 and 
through different Nintendo Direct pre- 
sentations, | didn’t worry too much 
because | figured that there were 
plenty more beyond those that we 
didn’t know about yet and wouldn’t 
know about until they appeared on- 
screen while playing the game itself. 
Nope. Nearly all of them were spoiled 
in advance, and the ones that weren’t 
were the ones you could see coming 
from a mile away. 

But, again, that’s not the game’s 
fault. Someone going in totally blind 
(instead of an aging Editor-in-Chief 
who kind of had to watch all the pre- 
release stuff) would be totally 
delighted and surprised at every turn, 
as | got to see for myself when Carter 
had a permanent grin stuck to his face 
for every minute he spent with Mario 
and Cappy himself. Perhaps no past 
Mario game has ever elicited so many 
smiles as this, and even if every other 
winning aspect of its design were set 
aside, that reality alone would make it 
а masterpiece. - LUCAS 
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SECOND OPINIONS 
SUPER MARIO ODYSSEY 


BEYOND EXTRAORDINARY 


SUPER MARIO 64 is my least favorite game in the series. No matter how many 
times | play it, | can’t find a way to enjoy it. The game’s virtual playground struc- 
ture and limited power-up selection only leaves me hungry for the traditional 
obstacle course-style play of Mario’s 2D adventures. It was with this in mind that 
| approached Super Mario Odyssey. | knew it was a return to the style of Mario 
64 and Mario Sunshine, so | didn’t expect to like it very much. 

Thankfully, my expectations were all wrong — though they still ended up 
serving me well in other ways. Going into Odyssey with low expectations allowed 
me to be all the more pleasantly surprised with how wild and risky the game is. 
Mario has always been an everyman trapped in extraordinary circumstances, 
but to see him meld souls with a frog, with realistic frog pictures rotating and 
swirling behind him as he desperately swims against the psychic current? It’s 
like something straight out of the surreal comedy Being John Malkovich. That’s 
beyond extraordinary, even by Mario’s standards. 

For a lot of people, video games are about being able to go anywhere and be 
anyone. Breath of the Wild excels at that first point, and Mario Odyssey excels at 
the second. In that way, it’s really a game about video games themselves, and 
how they allow us to possess people and things that we could never become in 
real life. While | still miss the obstacle course-style design of Mario Galaxy and 
3D World, | can’t deny the exuberance, mischief and laugh-out-loud hilarity of 
Odyssey. It’s the most joyful Mario adventure yet — and the perfect counter to 
Nintendo naysayers who claim all Mario games are the same. — JONATHAN 
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LOOKING BACK AND FORWARD 


WITH MORE THAN 30 years under his overalls, Mario has been around the 
(coin) block. So it’s impressive how Super Mario Odyssey balances honoring that 
history while at the same time setting its own new course. 

For starters, Super Mario Odyssey drops you into Cap Kingdom, a stark and 
moonlit land. Instead of grassy fields, Mario runs through what appears to be 
black felt. It’s a prime example that the game won't just be retreading the 
themes and locales from previous entries in the long-running franchise. And 
incredibly, almost every environment afterward not only offers new sights and 
sounds, but they continue to impress and delight. Seriously, most games feel 
front-loaded. But with Super Mario Odyssey, it’s almost like Nintendo is revealing 
the best content for players who push forward. | love the look of Lost Kingdom; 
Metro Kingdom brings the plumber to the big city; and the colorful Bowser’s 
Kingdom may just be the best showcase ever for King Koopa’s stomping grounds. 

Within all of these locales, however, Nintendo does manage to pay homage to 
Mario's past. There аге 2D sections, for instance, based off the original Super 
Mario Bros. But the Metro Kingdom takes things back even further — there’s a 
sequence of events that see the plumber jumping over barrels and eventually 
taking on Donkey Kong. It’s a wonderful celebration of the original arcade game 
and our hero’s origins. 

Sometimes history can serve as a hindrance for a game series — yet Super 
Mario Odyssey manages to look back and forward at the same time. And it’s 
truly amazing that the game feels so fresh in the process! — EVAN 


THE CELEBRATION OF MARIO 


BEFORE | STARTED Super Mario Odyssey, the last mainline Mario game that | 
played extensively was Super Mario World. After seeing the first presentation of 
Odyssey during the Switch’s reveal in early 2017, | was hooked, and couldn’t wait 
to explore Mario’s world in a whole new way. Of course, adapting to a 3D envi- 
ronment took a little work — my wallet got mighty slim during some tricky levels! 
Out of the various control functions | discovered with Cappy, І particularly loved 
capturing poles and forks to fling Mario upward, and had the most fun using the 
Pokios in Bowser’s Kingdom. 

Forget about Super Mario Maker for a moment — Odyssey is the celebration 
of the franchise, with callbacks to anything and everything Mario-related. 
Clothing, enemies, scenery and even music from previous titles all get a fair 
share of love here. Even the new features still have the same charm | remem- 
bered from earlier Mario games, such as the brutal Broodal battles. 

Despite all the fun | had dashing around the world and discovering treasure in 
every corner, there was one part that annoyed me the most: controlling the 
direction of Cappy’s flight, which is highly dependent on motion control. | don’t 
have a Pro Controller to test this out, but did play in Handheld Mode, on TV 
using the Grip and using the double-fisted Joy-Con method recommended on 
startup. While I had the easiest time using the two Joy-Cons to control Cappy, it 
would have suited me just as well to hold a button while throwing him. 

After so many years of 2D Mario, I’m finally realizing what I’ve missed all this 
time — and if you’re like me, this is an excellent place to start. - REBECCA 


BLACK GOLD, TEXAS TEA! 


IN THE LEAD-UP to Super Mario Odyssey’s release, it dawned on me that | had 
never played Super Mario 3D World! Since | couldn’t well venture further without 
settling old business, | copped a download and put the Wii U headliner through 
its paces. My verdict? It was... just alright. Sure, mechanically it was unparal- 
leled, but as with all Mario games released since Galaxy graced our televisions, it 
felt reserved compared to the medium-elevating impact of other entries past. 

To then fire up Odyssey literally minutes after closing the book on 3D World 
was like stepping out of a candy store and smack into Willy Wonka’s Chocolate 
Factory. Nintendo has finally tapped back into that font of brilliance that put this 
franchise on the map — and by "tapped," | mean they struck a vein that erupted 
into a geyser of black gold! (How appropriate that I’d also be able to dress up 
Mario as a Texas oil baron, one of a myriad custom ensembles | conceived from 
the mustache maestro’s extensive wardrobe.) 

From an ocean of club soda to a sprawling landscape of oddly polygonal 
edibles, many an awe-inspiring locale welcomes you with rich atmosphere, not 
to mention bountiful rewards for your inquisitiveness. And when you think 
you’ve at last hit the home stretch — an endgame sequence that, in my humble 
opinion, ranks among the greatest of all time — a cascade of fresh content 
suddenly pours onto your lap to keep you invested long after the credits roll. 

So fulfilling was my time with Odyssey that I’m compelled to crown it as my 
new series fave — a title that Super Mario World had held uncontested for the 
last 26 years! — TONY 
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The Nintendo Switch Pro Pokemon Sun 9.5 Lucas #25 Snoopy’s Grand 
Controller 95 Lucas #27 Pokémon Super Mystery Adventure 60 Rebecca #19 
Ultra Street Fighter Il: The Dungeon 8.0 Rebecca #19 Tokyo Mirage Sessions #FE 9.0 Neal #22 
Final Challengers 6.5 Daan #28 Poochy & Yoshi’s Woolly Xenoblade Chronicles X 9.5 Lucas #19 
World 8.5 Lucas #26 
Project X Zone 2 8.5 David #20 
Return to PopoloCrois: 
A Story of Seasons 
Fairytale 75 Rebecca #20 
RPG Maker Fes 6.5 Rebecca #29 PATCH NOTES 
Sega 3D Classics Collection 8.0 Neal #21 SU PER 
Shin Megami Tensei IV: 
Bravely Second: End Layer 8.5 Neal #21 Apocalypse 8.5 Daan #24 BOMBERMAN R 
Cartoon Network: Battle Sonic Boom: Fire & Ice 75 David #24 
Crashers 2.0 David #25 Stella Glow 8.5 Thor #19 WHAT’S THIS? AGAIN? Yes indeed! 
Corpse Party 8.0 Rebecca #24 Story of Seasons: Trio of Though we already presented one Patch Notes 
Culdcept Revolt 8.0 Rebecca #30 Towns 75 Rebecca #27 update for Super Bomberman R three issues ago, 
Disney Art Academy 75 Lucas #22 Style Savvy: Fashion Konami has expanded the Switch Day 1 release once 
Disney Magical World 2 75 Rebecca #25 Forward 85 Rebecca #23 Попето than eight months after Its debut. A 
. Қ қ major update dropped for the game in November, 
Dragon Ball Fusions 70 Neal #25 Super Mario Maker for containing a cavalcade of content — and characters! 
Dragon Quest VII: Nintendo 3DS 70 Lucas #25 First up, a new "Grand Prix" battle mode has been 
Fragments of the The New Nintendo 2DS XL 85 КеуіпС. #29 added to the mix. This mode offers 3-on-3 bombing 
Forgotten Past 8.0 Lucas #24 Yo-kai Watch 2: Bony Spirits 70 KevinK. #24 battles played with either Crystal or Basic Bomber 
Dragon Quest VIII: Journey Yo-kai Watch 2: Fleshy Souls 6.0 Neal #24 rules. To win under the Crystal banner, your team will 
of the Cursed King 9.0 Daan #26 Yo-kai Watch 2: Psychic need to gather more crystals scattered around the 
Ever Oasis 9.0 Neal #29 Specters 65 Lucas #30 battlefield than your opponents т but being blasted 
Final Fantasy Explorers 6.5 Кеуіп К. #20 Zero Time Dilemma 90 Lucas #23 means losing half your stash! Basic Bomber, mean- 


while, is standard Bomberman fare where victory is 
determined by eliminating your foes’ stock of lives. 

Two new battle arenas have also been added, and 
there’s a new world in the single-player story too... 
but let’s talk roster expansion! A total of nine new 
Bombers have been made playable, and this time 
around Konami’s crew has been mining deep back 
into the company’s back catalog to pluck up obscure 
mascots from the past. Remember Princess Tomato 
in the Salad Kingdom, anyone? You might now that its 
title character has been drawn into the modern era 
from her origins in that nearly forgotten 1991 NES 
RPG. How about Gradius’ Options? They’re apparently 
characters themselves now, and perfect partners to 
pair with the last update’s Vic Viper Bomber! 

But taking the cake in cramming carnage and 
cuteness together has to be the disturbing Bubble 
Head Bomber, based on the grotesque nurses from 
the Silent Hill series. A true abomination! - LUCAS 
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